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Description

[0001] The present disclosure relates to subject matter
contained in Japanese Patent Application No.
2006-322208.
[0002] The present invention relates to a game device
or the like which, in a three-dimensional video game in
which a viewpoint position of a virtual camera changes
in accordance with a movement of a player character,
activates a prescribed effect at a second object, forming
a pair with a first object, for which the prescribed effect
is set.
[0003] US Patent Application 2006/0252531 A1 de-
scribes a game apparatus which is equipped with a touch
screen display. A single one or a plurality of characters
can be designated as characters to be controlled by a
player via touch screen input ("focus characters"). Play-
er-controlled characters can perform predefined actions
("tasks") upon player instructions by means of touch
screen operation, based on parameters such as a dis-
tance between player- controlled characters and target
objects, or the speed of touch screen input operation.
[0004] To date, in a role playing game, a player has
implemented a game by moving a player character in a
virtual space. There is also one in which there is an action
(hereafter, a special action) which can be implemented
only when the player character, in a game implementa-
tion process, approaches a specified place (for example,
a place in which there is a wooden box or the like) in the
virtual space (for example, JP-A-2002-200351 (para-
graph 0056 to paragraph 0057)).
[0005] Also, there is also a case in which, during a
battle between the player character and an enemy char-
acter carried out in the game implementation process, a
viewpoint position of a virtual camera, which perspective
transforms the virtual space, is switched flexibly in ac-
cordance with a condition of the characters and an im-
plementation status of the game (for example, JP-A-
2003-24636 (paragraphs 0004 to 0005)).
[0006] However, in the game described in JP-A-
2002-200351 (paragraphs 0056 to 0057), as long as the
player moves the player character from the wooden box
to a prescribed range, it is possible to carry out the special
action by a prescribed operation, regardless of a display
position of the wooden box on a display screen. Conse-
quently, a way in which the player moves the player char-
acter in the virtual space has not had an effect on an
execution of, or way of showing, the special action.
[0007] Considering a point of how to show the action
to the player, even when using a method in the game
described in JP-A-2003-24636 (paragraphs 0004 to
0005), in the event that the viewpoint position of the virtual
camera switches in accordance with the condition of the
characters and the implementation status of the game,
a screen switches regardless of an operation by the play-
er with respect to the switching of the viewpoint position
of the virtual camera, and there is a danger of deteriorate
game performance.

[0008] The invention has an object of providing a game
device or the like which improves game quality, consid-
ering how to show to the player, in a three-dimensional
game in which a viewpoint position changes in accord-
ance with a movement of a player character, an activation
of a prescribed effect at a second object, forming a pair
with a first object, for which the effect is set.
[0009] This is achieved by the features of claim 1.
[0010] Further features and advantages of the present
invention are the subject matter of dependent claims.
[0011] It is possible to arrange in such a way that the
game device according to the first aspect further in-
cludes: an effect display which, when both the first object
and the second object are displayed on the game image
display, applies the prescribed effect to the locus of the
coordinate positions input by the coordinate position in-
put, and displays the prescribed effect on the game image
display, superimposed on the two-dimensional image of
the game generated by the perspective transformer.
[0012] In this case, as long as the locus from the po-
sition of the first object to the position of the second object
is input as the two-dimensional plane in the game image,
the effect is applied to the input locus, and displayed,
superimposed on the game image. Herein, by the locus
from the first object to the second object being shown by
the effect, and the effect being positioned at the second
object, the effect set for the second object is activated.
By this means, the first object and the second object form-
ing a pair, the player can easily recognize that the pre-
scribed effect has been activated.
[0013] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that the game
effect activator, when the locus from the coordinate po-
sition in which the first object is displayed to the coordi-
nate position in which the second object is displayed is
input at, or faster than, a prescribed speed, activates the
prescribed effect set for the second object.
[0014] Herein, in the case in which the game apparatus
further includes the effect display, it is acceptable that
the effect display, when the locus from the coordinate
position in which the first object is displayed to the coor-
dinate position in which the second object is displayed
is input at, or faster than, the prescribed speed, applies
the prescribed effect to the locus, and displays it on the
game image display device.
[0015] In this case, the player, in order to acquire the
effect during the implementation of the game set for the
second obj ect, has to input the locus from the position
of the first object to the position of the second object, as
the two-dimensional plane in the game image, at, or fast-
er than, the prescribed speed. By there being a limit to
the speed at which the locus is input, there is also a case
in which it is comparatively difficult to input the locus from
the first object to the second object. Herein, as the diffi-
culty of the player acquiring the effect during the imple-
mentation of the game changes, the game performance
is enhanced. Also, by the effect being displayed being
conditional on the locus from the first object to the second
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object having been input at, or faster than, the prescribed
speed, causing the activation of the prescribed effect,
the player can recognize that the input causing the acti-
vation of the prescribed effect is being carried out.
[0016] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that the game
effect activation system, on condition that the locus from
the coordinate position in which the first object is dis-
played to the coordinate position in which the second
object is displayed has been input within a prescribed
time, activates the prescribed effect set for the second
object.
[0017] Herein, in the case in which the game apparatus
further includes the effect display system, it is acceptable
that the effect display system, for only the duration of the
prescribed time, applies the prescribed effect to the locus
input from the coordinate position input device, and dis-
plays it on the game image display device.
[0018] In this case, the player, in order to acquire the
effect during the implementation of the game set for the
second object, has to input the locus from the position of
the first object to the position of the second object, as the
two-dimensional plane in the game image, within the pre-
scribed time. By there being a limit to the time for inputting
the locus, there is also a case in which it is comparatively
difficult to input the locus from the first object to the sec-
ond object. Herein, as the difficulty of the player acquiring
the effect during the implementation of the game chang-
es, the game performace is improved. Also, by the effect
being displayed being limited within the prescribed time
for which the input of the locus from the first object to the
second object, to cause the activation of the prescribed
effect, is necessary, the player can recognize that, the
first object and the second object forming a pair, the input
causing the activation of the prescribed effect is being
carried out.
[0019] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that a plurality
of the second objects forming pairs with the first object
being formed in the virtual three-dimensional space, a
prescribed effect during the implementation of the game
is set for each of the plurality of second objects; the per-
spective transformer, when the player character is within
a prescribed plurality of display ranges of the virtual three-
dimensional space, sets the prescribed ranges for per-
spective transformation so that each of the plurality of
second objects is projectable, along with the first object,
onto the virtual screen, and display them on the game
image display; and the game effect activator, when a
locus, with the first object as an origin, passing through
each of the plurality of second objects, is input by the
coordinate position input, where the plurality of second
objects are displayed on the game image display along
with the first object, activates each of the prescribed ef-
fects during the implementation of the game set one for
each of the second objects on the locus.
[0020] In this case, when the player character is within
the plurality of display ranges of the virtual three-dimen-

sional space, as long as the locus, with the position of
the first object as the origin, passing through a position
of each of the plurality of second objects, has been input
as the two-dimensional plane in the game image, the
effects during the implementation of the game set one
for each of the second objects on the locus are activated.
Even when the player character is within the plurality of
display ranges of the virtual three-dimensional space,
the viewpoint of the virtual camera moves further in ac-
cordance with a difference in position within the plurality
of display ranges and, in a case in which the position of
the viewpoint of the virtual camera is taken as a refer-
ence, the positional relationship between the first object
and the plurality of second objects differs. In this way,
the positional relationship between the first object and
the plurality of second objects, as the two-dimensional
plane in the generated game image, changes. Depend-
ing on the positional relationship between the first object
and the plurality of second objects, the difficulty of input-
ting the locus, with the position of the first object as the
origin, passing through all the plurality of second objects,
changes.
[0021] This kind of positional relationship between the
first object and the plurality of second objects on the two-
dimensional plane being determined by the movement
of the player character, when moving the player charac-
ter, not simply causing the first object and the plurality of
second objects to be displayed on the game image dis-
play device, but in what position they are caused to be
displayed, also has an effect on the implementation of
the game. By this means, by an input result of the move-
ment of the player character via the character position
mover effecting the input by the coordinate position input
device of the locus from the first object to the second
object, the game performance is improved.
[0022] Herein, it is also possible to arrange in such a
way that the game effect activation system, on condition
that the locus which passes through each of the plurality
of second objects, with the coordinate position in which
the first object is being displayed as the origin, has been
input at, or faster than, a prescribed speed, activates all
of the prescribed effects during the implementation of the
game set one for each of the second objects on the locus.
[0023] Alternatively, it is also possible to arrange in
such a way that the game effect activation system, on
condition that the locus from the coordinate position in
which the first obj ect is displayed to the coordinate po-
sition in which the second object is displayed has been
input within a prescribed time, activates the prescribed
effect set for the second object.
[0024] In these cases, the player, in order to acquire
the effects during the implementation of the game set
one for each of the plurality of second objects, has to
input the locus, with the position of the first object as the
origin, passing through the position of each of the plurality
of second objects, as the two-dimensional plane in the
game image, at, or faster than, the prescribed speed (or
alternatively, within the prescribed time). Depending on
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the positional relationship between the first object and
each second object, as the two-dimensional plane in the
game image, there is also a case in which it is compar-
atively difficult to input the locus in such a way as to pass
through all the second objects when there is a restriction
of having to do so at, or faster than, the prescribed speed
(or alternatively, within the prescribed time).
[0025] This kind of positional relationship on the two-
dimensional plane being determined by the movement
of the player character, when moving the player charac-
ter, not simply causing the first object and the plurality of
second objects to be displayed on the game image dis-
play device, but in what position they are caused to be
displayed, also has an effect on the implementation of
the game. By this means, when moving the player char-
acter via the character position mover too, a more de-
tailed operation being required, the game performance
is improved.
[0026] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that a plurality
of the second objects forming pairs with the first object
being formed in the virtual three-dimensional space, pre-
scribed effects during the implementation of the game
are set for the plurality of second objects as a whole; the
perspective transformer, when the virtual three-dimen-
sional space of the player character is within a prescribed
plurality of display ranges, sets the prescribed ranges to
be perspective transformed in such a way that it is pos-
sible to project all the plurality of second objects, along
with the first object, onto the virtual screen, and display
them on the game image display device; and the game
effect activator, when a locus, with the first object as an
origin, passing through each of the plurality of second
objects, has been input by the coordinate position input
device, in the condition in which the plurality of second
objects are displayed on the game image display device
along with the first object, activates all of the prescribed
effects during the implementation of the game set for the
second objects on the locus as a whole.
[0027] In this case, when the player character is within
the plurality of display ranges of the virtual three-dimen-
sional space, as long as the locus, with the position of
the first object as the origin, passing through a position
of each of the plurality of second objects, has been input
as the two-dimensional plane in the game image, the
effects during the implementation of the game set for the
second objects on the locus as a whole are activated.
Even when the player character is within the plurality of
display ranges of the virtual three-dimensional space,
the viewpoint of the virtual camera moves further in ac-
cordance with the difference in position within the plurality
of display ranges and, in the case in which the position
of the viewpoint of the virtual camera is taken as the ref-
erence, the positional relationship between the first ob-
ject and the plurality of second objects differs. In this way,
the positional relationship between the first object and
the plurality of second objects, as the two-dimensional
plane in the generated game image, changes. Depend-

ing on the positional relationship between the first object
and the plurality of second objects, the difficulty of input-
ting the locus, with the position of the first object as the
origin, passing through all the plurality of second objects,
changes.
[0028] This kind of positional relationship between the
first object and the plurality of second objects on the two-
dimensional plane being determined by the movement
of the player character, when moving the player charac-
ter, not simply causing the first object and the plurality of
second objects to be displayed on the game image dis-
play device, but in what position they are caused to be
displayed, also has an effect on the implementation of
the game. By this means, by an input result of the move-
ment of the player character via the character position
mover effecting the input by the coordinate position input
device of the locus from the first object to the second
object, the game quality is enhanced.
[0029] Herein, it is also possible to arrange in such a
way that the game effect activation system, on condition
that the locus which passes through each of the plurality
of second objects, with the coordinate position in which
the first object is displayed as the origin, has been input
at, or faster than, the prescribed speed, activates all of
the prescribed effects during the implementation of the
game set for the second obj ects on the locus as a whole.
[0030] Alternatively, it is also possible to arrange in
such a way that the game effect activation system, on
condition that the locus which passes through each of
the plurality of second objects, with the coordinate posi-
tion in which the first object is displayed as the origin,
has been input within the prescribed time, activates all
of the prescribed effects during the implementation of the
game set for the second objects on the locus as a whole.
[0031] In the event that the plurality of second objects
forming pairs with the first object are formed in this way,
even when the player character is within the plurality of
display ranges of the virtual three-dimensional space,
the viewpoint of the virtual camera moves further in ac-
cordance with the difference in position within the plurality
of display ranges and, in the case in which the position
of the viewpoint of the virtual camera is taken as the ref-
erence, the positional relationship between the first ob-
ject and the plurality of second objects differs. In this way,
the positional relationship between the first object and
the plurality of second objects (for example, whether or
not they are aligned in a condition approximating a
straight line), as the two-dimensional plane in the gener-
ated game image, changes. Depending on the positional
relationship between the first object and each second
object, there is also a case in which it is comparatively
difficult to input the locus in such a way as to pass through
all the second objects when there is a restriction of having
to do so at, or faster than, the prescribed speed (or al-
ternatively, within the prescribed time).
[0032] This kind of positional relationship on the two-
dimensional plane being determined by the movement
of the player character, when moving the player charac-
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ter, not simply causing the first object and the plurality of
second objects to be displayed on the game image dis-
play device, but in what position they are caused to be
displayed, also has an effect on the implementation of
the game. By this means, when moving the player char-
acter via the character position mover too, a more de-
tailed operation being required, the game performance
is enhanced.
[0033] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that there
exists in the virtual three-dimensional space an enemy
character, which approaches the player character, and
makes an attack on the player character.
[0034] In this case, it may happen that, while the move-
ment of the player character is being stopped, and its
direction of movement within a narrow range being re-
peatedly altered, the enemy character approaches the
player character, and the player character undergoes an
attack by the enemy character. For this reason, a prac-
tical temporal restriction arising for moving the position
of the player character in such a way as to cause both
the first object and the second object to be displayed on
the game image display device without undergoing the
attack by the enemy character, gaming performance oth-
er than simply moving the position arises for the move-
ment operation of the player character.
[0035] In particular, in a case in which the positional
relationship between the first object and the second ob-
ject on the game image display device has an effect on
the difficulty when inputting the coordinate position to ac-
tivate the prescribed effect set for the second object, a
temporal restriction also arises for trying to further adjust
the display position in a condition in which the first object
and the second object are already being displayed. By
this means, in connection with the input operation of the
coordinate position for activating the prescribed effect
set for the second object, to be carried out subsequently,
new gaming performance arises for the movement op-
eration of the player character.
[0036] In the game apparatus according to the inven-
tion, it is possible to arrange in such a way that there
exists in the virtual three-dimensional space, in a vicinity
of the first object and the second object, a third object
which invalidates the prescribed effect, and the game
effect activation system, when the locus from the coor-
dinate position in which the first object is displayed to the
coordinate position in which the second object is dis-
played is input by the coordinate position input device,
without passing through a coordinate position in which
the third object is displayed, activates the prescribed ef-
fect, set for the second object, during the implementation
of the game.
[0037] In this case, the positional relationship between
the first object, the second object and the third object, as
the two-dimensional plane in the game image, being de-
termined by the movement of the player character, when
moving the player character, not simply causing the first
object and the second object to be displayed on the game

image display device but furthermore, in addition to the
first object and the second object, in what position the
third object is caused to be displayed, also has an effect
on the implementation of the game. By this means, by
an input result of the movement of the player character
via the character position mover more strongly effecting
the input by the coordinate position input device of the
locus from the first object to the second object, the gam-
ing quality is improved.
[0038] In the game apparatus according to the inven-
tion, it is also acceptable that the first object and/or the
second object move in the virtual three-dimensional
space, while maintaining a distance between them within
a prescribed range.
[0039] In this case, there arising a necessity of moving
the player character in accordance with the movement
of the first object and/or the second object, a further mi-
nuteness being required of the movement operation of
the player character, it is possible to further improve
game performance.
[0040] It is possible to arrange in such a way that the
apparatus according to the first aspect further includes
a player character stopping system which, in accordance
with an operation by the player, stops the movement of
the player character by the character mover, in which
case the game effect activation system, when the locus
from the coordinate position in which the first object is
displayed to the coordinate position in which the second
object is displayed is input by the coordinate position in-
put device, in a condition in which the movement of the
player character has been stopped by the player char-
acter stopping system, and both the first object and the
second object are displayed on the game image display
device, activates the prescribed effect.
[0041] In this case, the effect set for the second object
can only be activated when the movement of the player
character has been stopped. In the event that the player
character has stopped, the viewpoint of the virtual cam-
era also stops. Herein, it is possible to effectively show
the player the activation of the effect set for the second
object, without being affected by an implementation of
another game.
[0042] In the apparatus according to the invention, it
is possible to arrange in such a way that the viewpoint
mover, when the player character is positioned within a
vicinity range set in the vicinity of the first object and/or
the second object, controls the movement of the view-
point of the virtual camera in accordance with the move-
ment of the player character differently from when the
player character is positioned outside the vicinity range.
[0043] In this case, when the first object and the second
object are displayed on the game image display device,
a detailed viewpoint control is carried out. Herein, a con-
siderable difference arising in the display positions of the
first object and the second object on the game image
display device, in accordance with the movement of the
player character by the character position mover, when
moving the player character via the character position
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mover too, a more detailed operation being required, the
gaming performance is enhanced.
[0044] In the apparatus according to the invention, it
is possible to arrange in such a way that the coordinate
position input device, being disposed on a front surface
of the game image display device, is a touch panel which
transmissively shows an image displayed on the game
image display device.
[0045] In this case, the player carries out the inputting
of the coordinate position via the coordinate position input
device on the touch panel disposed on the front surface
of the game image display device. The player being able
to input the locus of the positions of the first object and
the second object being displayed on the game image
display device by intuitively inputting the coordinates of
the display positions via the touch panel, the gaming qual-
ity is improved.

Fig. 1 is an external view showing a configuration of
a apparatus applied to an embodiment of the inven-
tion;
Fig. 2 is a block diagram showing a circuit configu-
ration of the apparatus applied to the embodiment
of the invention;
Fig. 3 shows an action management table which
manages action source objects, and action target
objects which form pairs with the action source ob-
jects, in an action RPG according to the embodiment
of the invention;
Fig. 4 is a view schematically showing a process for
a perspective transformation and display of a virtual
three-dimensional space, including a player charac-
ter, in the action RPG according to the embodiment
of the invention;
Figs. 5A-1 and 5B-1 are views showing an example
of a second LCD, at a time of fixing images, in the
action RPG according to the embodiment of the in-
vention;
Figs. 5A-2 and 5B-2 are illustrations schematically
showing a positional relationship between an action
source object and action target objects in Figs. 5A-
1 and 5B-1 respectively;
Fig. 6 is a flowchart showing a process for operating
the player character at a normal time, when the im-
ages are not fixed, in the action RPG according to
the embodiment of the invention; and
Fig. 7 is a flowchart showing a process carried out
at the time when the images are fixed, in the action
RPG according to the embodiment of the invention.

[0046] Hereafter, a description will be given of an em-
bodiment of the invention, referring to the attached draw-
ings.
[0047] Fig. 1 is an outline view showing a configuration
of a apparatus 1 applied to the embodiment. Herein, a
portable apparatus is shown as one example of the ap-
paratus 1. In Fig. 1, the apparatus 1 is configured housing
two liquid crystal displays (LCD’s) 11 and 12 in a housing

18, in such a way that they are in prescribed disposition
positions.
[0048] In a case in which a first liquid crystal display
(hereafter referred to as an LCD) 11 and a second LCD
12 are housed disposed one on top of the other, the hous-
ing 18 being configured of a lower housing 18a and an
upper housing 18b, the upper housing 18b is supported
in such a way as to be pivotable about one portion of a
top edge of the lower housing 18a. In the upper housing
18b, which has a flat form slightly bigger than a flat form
of the first LCD 11, an opening is formed in such a way
as to expose a display screen of the first LCD 11 through
one principal surface. In the lower housing 18a, a flat
form of which is chosen to be horizontally longer than the
upper housing 18b, an opening which exposes a display
screen of the second LCD 12 is formed in an approxi-
mately central portion of a horizontal direction and, as
well as sound outlet apertures of a speaker 15 being
formed on one of right and left sides sandwiching the
second LCD 12, operating switches 14 are attached to
the right and left sides.
[0049] The operating switches 14 include an action
switch (hereafter referred to as an "A button") 14a and
an action switch (hereafter referred to as a "B button")
14b, a direction indicating switch (hereafter referred to
as a "arrow key") 14c, a start switch 14d, a selection
switch 14e, a side switch (hereafter referred to as an "L
button") 14f and a side switch (hereafter referred to as
an "R button") 14g.
[0050] The A button 14a and the B button 14b are at-
tached to one principal surface of the lower housing 18a,
to a right side of the second LCD 12. The A button 14a
and the B button 14b are used, for example, in an action
role playing game (hereafter referred to as an "action
RPG") applied in the embodiment, to input an instruction
to attack an enemy character, or the like. The arrow key
14c is attached to one principal surface of the lower hous-
ing 18a, to a left side of the second LCD 12. The arrow
key 14c is used for a direction instruction on a game
screen, such as instructing a movement direction of a
player object (a player character in the embodiment), op-
erable by a player using the operating switches 14, or
instructing a movement direction of a cursor.
[0051] The L button 14f and the R button 14g are pro-
vided on a right and left of a top surface (a top side sur-
face) of the lower housing 18a. In the action RPG applied
in the embodiment, the L button 14f is used to input an
instruction to interchange an image being displayed on
the first LCD 11 and an image being displayed on the
second LCD 12, and fix images to be displayed on the
first LCD 11 and second LCD 12 as the relevant images
(hereafter referred to as an "image fixing"). The R button
14g is used to input an instruction to release the fixing of
the images of the first LCD 11 and second LCD 12 (also
including the interchange) (hereafter referred to as an
"image fixing release").
[0052] At a normal time, the game screen (one which
is generated by a perspective transformation of a virtual
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three-dimensional space) is displayed on the first LCD
11, and a command selection screen is displayed on the
second LCD 12. On the command selection screen dis-
played on the second LCD 12 at the normal time, a se-
lection of a command is accepted by a touch on a touch
panel. At an image fixing time, the command selection
screen is displayed on the first LCD 11, and the game
screen is displayed on the second LCD 12. On the game
screen displayed on the second LCD 12 at the image
fixing time, a line drawing operation, to be described here-
after, is accepted, but the selection of the command is
not accepted.
[0053] The touch panel 13 (an area delineated by a
broken line in Fig. 1) is attached to a top surface of the
second LCD 12. The touch panel 13, which can be any
kind among, for example, a resistive type, an optical type
(an infrared type), or a capacitive coupling type, is one
which, when a pressing operation or a movement oper-
ation has been carried out on its top surface using a stick
16 (or, as is also possible, a finger), detects and transmits
a coordinate position of the stick 16. In the action RPG
applied in the embodiment, the touch panel 13 is used,
in a condition in which the images are fixed, to input an
instruction implementing an effect from an action source
object against an action target object.
[0054] In the event that, in order to produce the effect,
a coordinate position of the action source object dis-
played on the second LCD 12, in the condition in which
the images are fixed, is touched on the touch panel 13,
and the touch is continued to another coordinate position
on the touch panel 13, the operation is taken to be that
known as the line drawing operation. When the line draw-
ing operation is carried out in the condition in which the
images are fixed, a speed at which the operation is being
carried out is calculated and, in the event only that the
calculated speed is equal to or greater than a prescribed
speed, an effect is displayed on the second LCD 12, ap-
plied to a range of a certain width, centered on positions
input by the line drawing operation on the touch panel
13, and the effect occurs for the action target object.
[0055] A storage slot (an area delineated by a two-dot
broken line in Fig. 1) for storing the stick 16 which oper-
ates, when necessary, the touch panel 13 is formed in a
vicinity of a side surface of the upper housing 18b. The
stick 16 is stored in the storage slot. A cartridge insertion
portion (an area delineated by a one-dot broken line in
Fig. 1) for removably attaching a game cartridge 17 (here-
after referred to as a "cartridge 17"), which contains a
memory (for example, an ROM) in which a game program
is stored, is formed in a portion of a side surface of the
lower housing 18a. The cartridge 17 being an information
storage medium which stores the game program, a non-
volatile semiconductor memory such as, for example, an
ROM or a flash memory, is used. A connector for elec-
trically connecting with the cartridge 17 (refer to Fig. 2)
is built into an interior of the cartridge insertion portion.
Furthermore, an electronic circuit substrate on which are
mounted various electronic parts, such as a CPU, is

housed in the lower housing 18a (or, as is also possible,
in the upper housing 18b).
[0056] Next, a description will be given of a circuit con-
figuration of the apparatus 1. Fig. 2 is a block diagram
showing the circuit configuration of the apparatus 1. In
Fig. 2, a CPU core 21 is mounted on the electronic circuit
substrate housed in the housing 18. As well as the con-
nector 28 for connecting with the cartridge 17 being con-
nected, an input-output interface (I/F) circuit 27, a first
graphics processing unit (first GPU) 24, a second graph-
ics processing unit (second GPU) 26, and a working RAM
(WRAM) 22 are connected, via a prescribed bus, to the
CPU core 21.
[0057] The cartridge 17 is removably connected to the
connector 28. The cartridge 17, being the storage medi-
um for storing the game program, as heretofore de-
scribed, specifically, is loaded with an ROM 171 which
stores the game program, and an RAM 172, which stores
backup data in such a way that they are rewritable. The
game program stored in the ROM 171 of the cartridge
17 is loaded into the WRAM 22, and the game program
loaded into the WRAM 22 is executed by the CPU core
21. Data for generating temporary data and images ob-
tained by the CPU core 21 executing the game program
are stored in the WRAM 22. The game program, which
is a group of orders and a group of data of formats which
can be executed by a computer of the apparatus 1, in
particular by the CPU core 21, is stored in the ROM 171.
Then, the game program is read and executed as appro-
priate by the WRAM 22.
[0058] A first video RAM (hereafter referred to as a
"VRAM") 23 is connected to the first GPU 24, while a
second video RAM (hereafter referred to as a "VRAM")
25 is connected to the second GPU 26. The first GPU
24, in accordance with an instruction from the CPU core
21, generates a first game image based on the data for
generating the images stored in the WRAM 22, and draws
it in the first VRAM 23. The second GPU 26, in accord-
ance with an instruction from the CPU core 21, generates
a second game image based on the data for generating
the images stored in the WRAM 22, and draws it in the
second VRAM 25.
[0059] The first GPU 24 is connected to the first LCD
11, while the second GPU 26 is connected to the second
LCD 12. The first GPU 24 transmits the first game image,
drawn in the first VRAM 23 in accordance with the in-
struction from the CPU core 21, to the first LCD 11. Then,
the first LCD 11 displays the first game image transmitted
from the first GPU 24. The second GPU 26 transmits the
second game image, drawn in the second VRAM 25 in
accordance with the instruction from the CPU core 21,
to the second LCD 12. Then, the second LCD 12 displays
the second game image transmitted from the second
GPU 26.
[0060] The touch panel 13, the operating switches 14,
and the speaker 15 are connected to the I/F circuit 27.
The I/F circuit 27 is a circuit which carries out a passing
of data between the CPU core 21 and external input-
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output devices, such as the touch panel 13, the operating
switches 14, and the speaker 15.
[0061] The touch panel 13 (including a device driver
for the touch panel), having a coordinate system corre-
sponding to a coordinate system of the second VRAM
25, transmits coordinate data corresponding to a position
input (instructed) by the stick 16 or the like to a prescribed
register provided in the WRAM 22. For example, a res-
olution of the display screen of the second LCD 12 being
256 dots by 192 dots, a detection accuracy of the touch
panel 13 is also 256 dots by 192 dots, corresponding to
the display screen. It is also acceptable that the detection
accuracy of the touch panel 13 is either lower or higher
than the resolution of the display screen of the second
LCD 12. The speaker 15, being disposed in a position
inside the heretofore described sound outlet apertures,
transmits a sound generated in accordance with a game
being executed.
[0062] Hereafter, a description will be given of a game
executed in the embodiment by the apparatus 1 shown
in Fig. 1 and Fig. 2. The game according to the embod-
iment being the action RPG, a field is formed in the virtual
three-dimensional space, which is a player character
movement space, and the player implements the game
while moving the player character on the field by operat-
ing the operating switches 14 (the arrow key 14c). An
enemy character, which appears when the player char-
acter moves to a prescribed point on the field, and moves
in such a way as to come closer to the player character,
carries out an attack on the player character in the event
that a distance from the player character in the virtual
three-dimensional space reaches a prescribed distance.
A movement speed of the enemy character in the virtual
three-dimensional space is equal to or less than a max-
imum movement speed of the player character.
[0063] The player character, using a weapon or magic,
can attack the enemy character, or defend against the
attack by the enemy character. By the player character
carrying out an attack on the enemy character, or under-
going the attack by the enemy character, it can happen
that a position of the player character in the virtual three-
dimensional space automatically moves, even without
the operation of the arrow key 14c.
[0064] The player, by having the player character use
the magic in accordance with a progress of the game,
can implement the game to his or her advantage. Also,
action source objects, and action target objects which
form pairs with the relevant action source objects, exist
in prescribed positions on the field. An effect in the game,
to be described hereafter, is set for each action target
object. The effect is activated by the line drawing oper-
ation from the action source object to the action target
object being carried out at, or faster than, a prescribed
speed.
[0065] Next, a description will be given of data man-
aged in the WRAM 22 of the apparatus 1, in the action
RPG according to the embodiment. Fig. 3 shows an ac-
tion management table which manages the action source

objects, and the action target objects which form pairs
with the relevant action source objects. As shown in Fig.
3, an action source number 101, an action source position
102, an action target number 103, an action target posi-
tion 104, an effect 105, and an activation flag 106 are
registered, for each action target object which forms a
pair with the relevant action source object, in the action
management table 100.
[0066] The action source number 101 is identification
information which uniquely identifies each action source
object. The action source position 102 shows a position
of each action source object in the virtual three-dimen-
sional space by coordinates set in a game space.
[0067] The action target number 103 is identification
information which uniquely identifies each action target
object. It can also happen that there exist a plurality of
action target objects which form pairs with one action
source object. For example, there are two action target
objects which have a pair relationship with an action
source object of which the action source number 101 is
2, while there are three action target objects which have
a pair relationship with an action source object of which
the action source number 101 is 3. The action target po-
sition 104 indicates a position of each of the action target
objects in the virtual three-dimensional space by coordi-
nates set in the game space.
[0068] The effect 105 is an effect, during the imple-
mentation of the game, set against the relevant action
target object. In the event that there exist a plurality of
action target objects which form pairs with one action
source object, the effect 105 is set against each action
target object, but it is also possible to implement the ef-
fects simultaneously with one line drawing operation for
as long as the line drawing operation continues at, or
faster than, the prescribed speed. There are various
kinds of the effect 105, such as turning on a light in dark-
ness, linking a non-displayed bridge, adding a parameter
set for the player character, or carrying out an attack on
the enemy character.
[0069] The activation flag 106 is a flag set for an action
target object against which an effect set against the action
target object has already been activated. The activation
flag 106 is set when the line drawing operation is carried
out from an action source object to an action target object,
which have a pair relationship. An activation flag 106
which has once been set is not reset.
[0070] Next, a description will be given of the game
image displayed on the first LCD 11 or the second LCD
12. The positions of the player character, the action
source objects and the action target objects on the field
of the virtual three-dimensional space are each uniquely
specified by coordinates of a world coordinate system
(X, Y, Z). Graphic data of the objects (including the action
source objects and the action target objects) existing on
the field, are all configured of a plurality of polygons, co-
ordinates of vertices of which are indicated by coordi-
nates of the world coordinate system.
[0071] The player character is configured of a plurality
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of polygons, coordinates of vertices of which are indicat-
ed by coordinates of a local coordinate system (x, y, z).
An approximate central point of the player character be-
ing set as a reference point, its position in the virtual three-
dimensional space is indicated by coordinates of the
world coordinate system of the reference point. Also, a
direction of the player character is represented by an
angle which each axis of the local coordinate system
forms with each axis of the world coordinate system.
[0072] Then, when carrying out a display process, co-
ordinates of feature points (the vertex of each polygon)
of all objects included in a visible range are converted
into coordinates of the world coordinate system. Also, a
direction of movement of the player character is deter-
mined based on a relationship between a position of the
player character in a current frame period, and a position
of the player character in an immediately preceding frame
period.
[0073] An aspect of the player character moving on
the field in the virtual three-dimensional space is depicted
on the first LCD 11 or the second LCD 12, and is recog-
nized by the player. An image (the game image) in which
the virtual three-dimensional space has been perspec-
tive transformed by a virtual camera, a viewpoint of which
is set in a prescribed position with the player character
as the reference point, is displayed on the first LCD 11
(on the second LCD 12 at the image fixing time). An image
(the command selection screen) in which a plurality of
kinds of command are included is displayed on the sec-
ond LCD 12 (on the first LCD 11 at the image fixing time).
[0074] Fig. 4 schematically shows an aspect of a per-
spective transformation of the virtual three-dimensional
space by the virtual camera which displays the image on
the first LCD 11 (on the second LCD 12 at the image
fixing time). The virtual camera 301 is placed in the virtual
three-dimensional space, and an image projected onto
a virtual screen 302 becomes the image displayed on
the first LCD 11 (on the second LCD 12 at the image
fixing time).
[0075] The position of the virtual camera 301 is the
viewpoint 303, an orientation of the virtual camera 301
is a visual axis 304, and an area formed by four straight
lines, which join the viewpoint 303 and four corner verti-
ces of the virtual screen 302, is a field of view 305. A size
of the virtual screen 302 being fixed, there is a relation-
ship such that by determining an area of the field of view
305, a position of the virtual screen 302 is determined,
and by determining the position of the virtual screen 302,
the area of the field of view 305 is determined. Also, a
rear clip plane 306 is fixed at a prescribed distance from
the viewpoint 303 in a direction of the visual axis 304. In
the embodiment, it is taken that a position in which a front
clip plane is set is the same as a position in which the
virtual screen 302 is set. A clipping range, that is, a range
in the virtual three-dimensional space in which images
are generated by perspective transformation (that is, the
visible range), is a range from the virtual screen 302 to
the rear clip plane 306 within a range of the field of view

305.
[0076] In this way, a coordinate system used for pro-
jecting the image onto the virtual screen 302 being a view-
point coordinate system (X’, Y’, Z’), the direction of the
visual axis 304 is a Z’ axis of the viewpoint coordinate
system. The coordinates of the world coordinate system
(including the coordinates converted from the coordi-
nates of the local coordinate system) being converted
into coordinates of the viewpoint coordinate system, a
perspective transformation process, including a hidden
surface removal process to be shown next, is carried out.
[0077] When generating the images projected onto the
virtual screen 302 by perspective transformation, it is
necessary to carry out a hidden surface removal remov-
ing a surface which is hidden by another object being in
front. Herein, as a hidden surface removal method, a Z
buffer method is used. On converting the coordinates of
the world coordinate system into the coordinates of the
viewpoint coordinate system, the CPU core 21, as well
as sending the coordinates of each feature point to the
first GPU 24 (to the second GPU 26 at the image fixing
time), transmits a drawing order. Based on the drawing
order, the first GPU 24 (the second GPU 26 at the image
fixing time) updates a value of a Z buffer in such a way
that data (a value of Z’) of a point on a front surface (a
small point of Z’ coordinates) remain for each feature
point and, for every update, transmits image data for the
relevant points to the first VRAM 23 (to the second VRAM
25 at the image fixing time).
[0078] As prerequisites for carrying out the perspective
transformation, it is necessary that the position of the
viewpoint 303, the direction of the visual axis 304, and
the size of the field of view 305 (the distance from the
viewpoint 303 to the virtual screen 302) of the virtual cam-
era 301, and the distances from the viewpoint 303 to the
front clip plane and the rear clip plane 306 (hereafter
referred to as the "clipping distances"), are decided (by
these being decided, the position of the virtual screen
302 is automatically decided). Naturally, in the game ac-
cording to the embodiment, it is taken that the direction
of the visual axis 304, the size of the field of view 305,
and the clipping distances are set at constant values.
[0079] In the event that the position of the player char-
acter 200 on the field of the virtual three-dimensional
space is more than a prescribed distance (10) from a
position of an action source object, the position of the
viewpoint 303, being maintained in a position a certain
distance, in a prescribed direction, from the player char-
acter 200, moves in pursuit of the player character 200.
[0080] In the event that the position of the player char-
acter 200 is within the prescribed distance (10) from the
position of the action source object, the position of the
viewpoint 303 changes slightly in accordance with a po-
sitional relationship of the action source object and the
player character 200. Consequently, as the position of
the viewpoint 303 of the virtual camera 301 changes con-
siderably when the position of the player character 200
on the field of the virtual three-dimensional space chang-
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es even a little, positions of the action source object and
action target object displayed on the first LCD 11 (on the
second LCD 12 at the image fixing time) change consid-
erably, and coordinate positions at which a line drawing
input is to be carried out change considerably.
[0081] Particularly in the event that a plurality of action
target objects which form pairs with one action source
object have been set, depending on differences in posi-
tional relationships between the position of the action
source object and a position of each of the plurality of
action target objects, displayed on the first LCD 11 (on
the second LCD 12 at the image fixing time), a difficulty
of the line drawing operation on the touch panel 13 (that
is, whether or not it is easily possible to maintain the
prescribed speed or greater in the line drawing operation)
changes.
[0082] Figs. 5A-1 and 5B-1 are views showing an ex-
ample of the second LCD 12 in the condition in which the
images are fixed. As shown in Figs. 5A-1 and 5B-1, a
player character 200, an action source object 201, and
two action target objects 202-1 and 202-2, which form
pairs with the action source object 201, are displayed on
the second LCD 12. In Fig. 5A-1 and Fig. 5B-1, positions
of the action source object 201 and the two action target
objects 202, displayed on the second LCD 12, differ.
[0083] Figs. 5A-2 and 5B-2 schematically show the po-
sition of the action source object 201 as point A, the po-
sition of the action target object 202-1 as point B, and
the position of the action target object 202-2 as point C.
In Fig. 5A-2, an angle ABC formed between a direction
heading toward point B from point A, and a direction
heading toward point C from point B, is an obtuse angle.
In Fig. 5B-2, the angle ABC formed between the direction
heading toward point B from point A, and the direction
heading toward point C from point B, is an acute angle.
An angle ACB is also an acute angle. Also, in Fig. 5B-2,
as point B and point C both have the action target objects
202 positioned on an edge portion of the second LCD
12, it being difficult to smoothly change direction, it is
easy for the line drawing speed to decrease.
[0084] Contrarily, in comparison with carrying out a line
drawing operation from point A to point B, and point B to
point C, in Fig. 5B-2, when carrying out the line drawing
operation from point A to point B, and point B to point C,
in Fig. 5A-2, a large direction change not being neces-
sary, it is also possible to smoothly change direction, so
a decrease in the line drawing speed at point B is only
small. When carrying out a line drawing operation from
point A to point C, and point C to point B, in Fig. 5B-2
too, it is easy for the line drawing speed to decrease at
point C.
[0085] Although the player, if possible, would like to
carry out the image fixing in Fig. 5A-1, in which it is easy
to carry out the line drawing, as an enemy character, of
which a distance from the player character 200 has
reached the prescribed distance, carries out an attack
on the player character in the virtual three-dimensional
space, the player is not given time to unhurriedly move

the player character 200 on the field. In order to avoid
undergoing an unwanted attack by the enemy character
before thinking about a subsequent line drawing opera-
tion, an adroit operation is required of the player at this
point.
[0086] Hereafter, a description will be given of proc-
esses executed, in the action RPG according to the em-
bodiment, in order to execute the game in the apparatus
1 shown in Figs. 1 and 2. Naturally, at this point, a de-
scription will be given only of processes relevant to the
invention, that is, only a normal time process which
moves the player character 200, and a fixing time process
which fixes the image, and carries out the line drawing
input. A process for displaying images of the game, by
means of perspective transformation, on the first LCD 11
(the second LCD 12 in the fixing time process, to be de-
scribed hereafter), in accordance with a control of the
viewpoint 303 of the virtual camera 301, is carried out
separately.
[0087] Fig. 6 is a flowchart showing the process for
operating the player character 200 at the normal time,
when the images are not fixed, in the action RPG accord-
ing to the embodiment. The process of the flowchart is a
process in which the CPU core 21 executes the game
program loaded from the ROM 171 of the cartridge 17
into the WRAM 22. Although not in the flow, in the normal
time process, in particular in a condition in which the ac-
tion source object 201 is displayed, an enemy character
approaches the player character, and carries out an at-
tack.
[0088] In the normal time process, the CPU core 21
determines whether or not any direction has been input
from the arrow key 14c (step S1). If a direction has been
input from the arrow key 14c, the CPU core 21 moves
the player character 200 on the field in accordance with
the relevant direction (step S2) . The CPU core 21 de-
termines whether or not an action source object 201, of
which a distance X between the position of the player
character 200 and the action source position 102 on the
field of the virtual three-dimensional space is less than
10, has been registered in the action management table
100 (step S3).
[0089] If there is no action source object 201 within a
range of 10 from the position of the player character 200,
the CPU core 21, with a control of the position of the
viewpoint 303 of the virtual camera 301 as a normal con-
trol (a control causing the virtual camera 301 to pursue
the player character 200), displays the image on the first
LCD 11 (step S4). Then, the CPU core 21 returns to the
process of step S1.
[0090] If there is an action source object 201 within the
range of 10 from the position of the player character 200,
the CPU core 21 changes the control of the position of
the viewpoint 303 of the virtual camera 301 from the nor-
mal control (to a control which carries out a prescribed
calculation in accordance with a positional relationship
between the player character 200, the action source ob-
ject 201, and the action target objects 202, and moves
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the position of the viewpoint 303), and displays the image
on the first LCD 11 (step S5).
[0091] If no direction has been input from the arrow
key 14c, the CPU core 21 determines whether or not
there has been an input from the L button 14f (step S6).
If there has been an input from the L button 14f, the CPU
core 21 interchanges an image being displayed at the
present moment on the first LCD 11 with an image being
displayed on the second LCD 12, and sends an instruc-
tion to the first GPU 24 and second GPU 26 to fix the
displays of the first LCD 11 and second LCD 12 with the
relevant images (step S7). Then, the CPU core 21 shifts
to the fixing time process. Details of the fixing time proc-
ess will be given hereafter.
[0092] If there has been no input from the L button 14f,
the CPU core 21 determines whether or not there has
been another input from the operating switches 14 (apart
from the arrow key 14c and the R button 14g), or the
touch panel 13 (step S8). If there has been another input
from the operating switches 14 (apart from the arrow key
14c and the R button 14g), or the touch panel 13, the
CPU core 21 carries out a process in accordance with
the relevant input (for example, causing the player char-
acter 200 to attack the enemy character) (step S9) . Sub-
sequently, the CPU core 21 returns again to the process
of step S1. If there has been no other input either, the
CPU core 21 returns directly to the process of step S1.
[0093] Fig. 7 is a flowchart showing the process carried
out at the time when the images are fixed, in the action
RPG according to the embodiment. When the images
are fixed, the movements of the player character 200 and
the enemy character are also fixed. In the fixing time proc-
ess, the CPU core 21 determines whether or not there
has been an input from the R button 14g (step S21). If
there has been an input from the R button 14g, the CPU
core 21 sends an instruction to the first GPU 24 and the
second GPU 26 to finish the fixing of the images carried
out in step S7 (step S22) . Then, the CPU core 21 shifts
to the previously described normal time process.
[0094] If there has been no input from the R button
14g, the CPU core 21 determines whether or not the
touch panel 13 has been touched, and any of its coordi-
nate positions been input (step S23). If no coordinate
position has been input from the touch panel 13, the CPU
core 21 proceeds to a process of step S29. If a coordinate
position has been input from the touch panel 13, the CPU
core 21 determines whether or not the input coordinate
position is the position in which the action source object
201 is being displayed (step S24).
[0095] If the input coordinate position is the position in
which the action source object 201 is being displayed,
the CPU core 21 registers the input coordinate position
in the WRAM 22 (step S25). Then, the CPU core 21 re-
turns to the process of step S23. If the input coordinate
position is not the position in which the action source
object 201 is being displayed, the CPU core 21 deter-
mines whether or not the coordinate position has been
registered in the WRAM 22 (step S26). If the coordinate

position has not been registered, the CPU core 21 returns
to the process of step S23.
[0096] If the coordinate position has been registered,
the line drawing operation being carried out, the CPU
core 21 calculates the speed at which the line drawing
operation is being carried out from the coordinate position
input on this occasion and the coordinate positions reg-
istered in the WRAM 22 (step S27) . Then, the CPU core
21 determines whether or not the calculated line drawing
speed is equal to or greater than the prescribed speed
(immediately after starting the line drawing operation, the
prescribed speed is taken to be lower) (step S28). If it is
not equal to or greater than the prescribed speed, the
CPU core 21 proceeds to the process of step S29.
[0097] In step S29, if there is an effect being displayed
on the second LCD 12, the CPU core 21 deletes the effect
display. Also, if the coordinate position has been regis-
tered in the WRAM 22, the CPU 21 deletes the registra-
tion of the coordinate position. Then, the CPU core 21
returns to the process of step S21.
[0098] If the calculated line drawing speed is equal to
or greater than the prescribed speed, the CPU core 21
displays the effect, applying it to the range of the certain
width, centered on the coordinate position input on this
occasion, on the second LCD 12. Also, the CPU core 21
updates the coordinate position registered in the WRAM
22 to the coordinate position input on this occasion (step
S30).
[0099] The CPU core 21 determines whether or not
the coordinate position input on this occasion is the po-
sition in which an action target object 202 is being dis-
played (step S31). If it is not the position in which an
action target object 202 is being displayed, the CPU core
21 returns to the process of step S23. If it is the position
in which an action target object 202 is being applied, the
CPU core 21, based on whether or not the activation flag
106 has been set for the relevant action target object 202
in the action management table 100, determines whether
or not the effect 105 set for the action target object 202
has been activated (step S32).
[0100] If the effect 105 set for the action target object
202 has already been activated, the CPU core 21 returns
to the process of step S23. If the effect 105 set for the
action target object 202 has not yet been activated, the
CPU core 21 activates the effect 105 set for the action
target object 202, and sets the activation flag 106 (step
S33). Then, the CPU core 21 returns to the process of
step S23.
[0101] As described heretofore, in the action RPG ac-
cording to the embodiment, at the time of fixing the im-
ages in accordance with the input of the L button 14f,
when the line drawing operation from the display position
of the action source object 201 to the display positions
of the action target objects 202 is carried out at or faster
than the prescribed speed, in the condition in which the
action source object 201, and the action target objects
202 which form pairs with the action source object 201,
are displayed on the second LCD 12, the effect 105 set
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for the action target object 202 is activated.
[0102] Herein, the position of the viewpoint 303 of the
virtual camera 301 changes in accordance with the
movement of the player character 200 on the field. In
addition, the position of the viewpoint 303 is delicately
controlled near the action source object 201. Then, the
coordinate position input by the line drawing operation
changes depending on the position of the viewpoint 303
of the virtual camera 301. In this case, the player being
able to obtain an advantage in the implementation of the
game by inputting the coordinate position which changes
in accordance with the position of the player character
200 moved by the operation of the arrow key 14c, game
performance is improved.
[0103] It can also happen that there exist a plurality of
action target objects 202 which form pairs with one action
source object 201. Even when the player character 200
is in a range on the field in which it is possible to include
the action source object 201 and the plurality of action
target objects 202 in the visible range, the viewpoint 303
of the virtual camera 301 moves further in accordance
with a difference in position within the range, and the
positional relationship between the action source object
201 and the plurality of action target objects 202, in a
case in which the position of the viewpoint 303 of the
virtual camera 301 is taken as a reference, are decided.
In this way, the positional relationship between the action
source object 201 and the plurality of action target objects
202 displayed on the first LCD 11 (on the second LCD
12 at the image fixing time), in accordance with the po-
sition of the player character 200 on the field, changes.
[0104] Herein, the player, in order to activate the ef-
fects 105 set for each of the plurality of action target ob-
jects 202 with one line drawing operation, has to carry
out a line drawing operation, with the action source object
201 as an origin, which passes through each of the plu-
rality of action target objects 202 at, or faster than, the
prescribed speed. By there being a limit to the speed at
which the line drawing operation which passes through
the plurality of action target objects 202 is carried out,
there is a case in which it is comparatively difficult to carry
out the line drawing operation, with the action source
object 201 as the origin, which passes through each of
the plurality of action target objects 202 (for example, the
kind of example shown in Fig. 5B-1).
[0105] This kind of positional relationship between the
action source object 201 and the plurality of action target
objects 202 displayed on the first LCD 11 (on the second
LCD 12 at the image fixing time) being determined by
the movement of the player character 200 on the field,
when the player moves the player character 200 on the
field by controlling the arrow key 14c, not simply causing
the action source object 201 and the plurality of action
target objects 202 to be displayed on the first LCD 11,
but in what position on the first LCD 11 the action source
object 201 and the plurality of action target objects 202
are caused to be displayed also has an effect on the
implementation of the game. By this means, by a result

of a previously carried out operation of the arrow key 14c
effecting the difficulty of a subsequently carried out line
drawing operation, the gaming quality is improved.
[0106] Although the player, as far as possible, would
like to move the player character 200 in such a way that
it is easy to carry out the line drawing operation, and carry
out the image fixing, an enemy character which appears
at a prescribed point on the field of the virtual three-di-
mensional space carries out an attack on the player char-
acter 200. For this reason, in order to cause both the
action source object 201 and the action target object 202
to be displayed on the first LCD 11 (on the second LCD
12 at the image fixing time) without undergoing the attack
by the enemy character, it is necessary to move the play-
er character 200 while helping the player character 200
to escape from the attack by the enemy character, or
while causing it to counterattack. By this means, in prac-
tice, a temporal restriction arising with regard to the player
moving the player character 200 in such a way that it is
easy to carry out the line drawing operation, game per-
formance other than simply moving the position arises
for the movement operation of the player character 200.
[0107] In particular, even in a condition in which the
action source object 201 and the plurality of action target
objects 202 are already being displayed on the first LCD
11, a temporal restriction also arises for moving the player
character 200 in such a way that the positional relation-
ship with the action source object 201 and the plurality
of action target objects 202 on the first LCD 11 (on the
second LCD 12 at the image fixing time) does not make
it more comparatively difficult to carry out the line drawing
operation at, or faster than, the prescribed speed. By this
means, in connection with the line drawing operation, to
be carried out subsequently, for activating the effects 105
set for the action target objects 202, new gaming per-
formance arises for the movement operation of the player
character 200.
[0108] Also, in the event that the position of the player
character 200 in the virtual three-dimensional space is
within the prescribed distance (10) from the position of
the action source object 201, the position of the viewpoint
303 changes in accordance with not only the position of
the player character 200, but also the positional relation-
ship with the action source object 201 and the action
target objects 202. By this means, when the action source
object 201 and the action target objects 202 are displayed
on the first LCD 11 (on the second LCD 12 at the image
fixing time), the viewpoint 303 being delicately controlled
by even a slight movement of the player character 200,
a considerable effect is had by the display positions of
the action source object 201 and the action target objects
202 displayed on the first LCD 11 (on the second LCD
12 at the image fixing time). Consequently, when moving
the player character 200 by controlling the arrow key 14c
too, a more precise control being required, the gaming
quality is improved.
[0109] Also, at the image fixing time, in the event that
the line drawing operation from the action source object
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201 is carried out, an effect is displayed on the second
LCD 12, applied to the range of the certain width, cen-
tered on the input positions. Herein, the line drawing op-
eration from the action source object 201 to the action
target objects 202 being shown by the effect, by the effect
being positioned at the action target objects 202, the ef-
fects 105 set for the action target objects 202 are acti-
vated. By this means, the action source object 201 and
the action target objects 202 forming pairs, the player
can easily recognize that the effect 105 has been acti-
vated. By means of this effect, it is possible to recognize
that a line drawing operation enabling the activation of
the effect 105 is being continued, even before the line
drawing operation reaches the action target objects 202.
[0110] Also, the effects 105 set for the action target
objects 202 can only be activated at the image fixing time.
At the image fixing time, the movements of the player
character 200 and the enemy characters stop. As the
position of the player character 200 does not change, the
viewpoint 303 of the virtual camera 301 depicted on the
second LCD 12 also stops. Herein, it is possible to effec-
tively show the player the activation of the effects 105
set for the action target objects 202, without being affect-
ed by an implementation of another game.
[0111] Also, in the condition in which the images are
fixed, the player carries out the line drawing operation on
the touch panel 13 attached to the front surface of the
second LCD 12. In the condition in which the images are
fixed, the screen displayed on the second LCD 12 is the
game screen displayed on the first LCD 11 at the normal
time (one which is generated by a perspective transfor-
mation of the virtual three-dimensional space). In the con-
dition in which the images are fixed, the player being able
to carry out the line drawing operation by intuitively in-
putting, via the touch panel 13, the coordinates of the
display positions, on the game screen being displayed
on the second LCD 12, of the action source object 201
and the action target objects 202, the game quality is
improved.
[0112] Furthermore, the touch panel 13 being dis-
posed on the front surface of the second LCD 12 means
that it is not disposed on the front surface of the first LCD
11. When the images are not put into the fixed condition,
with the game image being displayed on the first LCD
11, and the commands displayed on the second LCD 12,
it is possible to input the commands via the touch panel
13. Contrarily, when the images are put into the fixed
condition, the game image being displayed on the second
LCD 12, it is possible to activate the effect 105 by carrying
out the line drawing operation from the action source ob-
ject 201 to the action target objects 202 here. As it is
possible, by switching the screens of the first LCD 11 and
second LCD 12 in this way, to use the touch panel 13 for
both the input of the commands and the line drawing
operation, it is possible to avoid superfluous hardware.
[0113] The invention not being limited to the heretofore
described embodiment, a variety of modifications and
applications are possible. Hereafter, a description will be

given of modified aspects of the heretofore described
embodiment which are applicable to the invention.
[0114] In the heretofore described embodiment, as
long as the line drawing operation continued at, or faster
than, the prescribed speed, is carried out from the action
source object 201 to the action target object 202 which
forms a pair with the action source object 201, there is
no restriction on the time taken to reach the display po-
sition of the action target object 202 in order to activate
the effect 105. As opposed to this, it is also acceptable
to provide a restriction on the time of the line drawing
operation for which it is possible to activate the effect
105. In this case, it is acceptable to display an effect on
the second LCD 12, applying it to the range of the certain
width, centered on the positions input by the line drawing
operation on the touch panel 13, from the start of the line
drawing operation until the time limit elapses.
[0115] In this case, the greater the distance from the
action source object 201 to the action target object 202
displayed on the second LCD 12 at the image fixing time,
the more difficult it becomes to carry out the line drawing
operation from the action source object 201 to the action
target object 202 within the time limit. Also, in the event
that a plurality of action target objects 202 have been set,
the player, in order to acquire the effects 105 set one for
each of the plurality of action target objects 202, has to
carry out the line drawing operation, with the action
source object 201 as the origin, which passes through
each of the plurality of action target objects 202 within
the time limit. By providing a limit on the time required
for the line drawing operation which passes through the
plurality of action target objects 202, it can happen that
there is a case in which it is comparatively difficult to carry
out the line drawing operation, with the action source
object 201 as the origin, which passes through each of
the plurality of action target objects 202.
[0116] In this case too, when the player moves the
player character 200 on the field via the operation of the
arrow key 14c too, a more delicate operation being re-
quired, the game performance is improved. Also, the ef-
fect is displayed from the start of the line drawing oper-
ation until the time limit elapses. By this means, it is pos-
sible for the player to easily recognize that the line draw-
ing operation is being carried out in a condition in which
the effect 105 can be activated.
[0117] In the heretofore described embodiment, an ef-
fect 105 is set in the action management table 100 for
each action target object 202. As opposed to this, it is
also acceptable that an effect 105 is set for each action
source object 201. Herein, in the case in which there are
a plurality of action target objects 202 which form pairs
with one action source object 201, it is possible to arrange
that, in a case in which all of the plurality of action target
objects 202 which form the pairs are connected by the
line drawing operation, this activates the effects set
against the action source object 201. Herein, it is accept-
able to provide a limit on the speed at which the line
drawing operation is carried out, and it is also acceptable
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to provide a limit on the time required to carry out the line
drawing operation. By one effect being set for the plurality
of action target objects 202 as a whole in this way, as it
is meaningless to carry out the line drawing operation
divided into a plurality of occasions, the positional rela-
tionship between the action source object 201 and the
plurality of action target objects 202 takes on an impor-
tance, and the advantage of the invention appears more
markedly.
[0118] In the heretofore described embodiment, in the
case in which the position of the player character 200 is
within the prescribed distance (10) from the position of
the action source object 201, the position of the viewpoint
303, being changed from the normal control, changes in
accordance with the positional relationship between the
action source object 201 and the player character 200.
As opposed to this, it is acceptable that the changing of
the position of the viewpoint 303 from the normal control
is either carried out in accordance with the relationship
between the position of the player character 200 and the
position of the action target object 202, or carried out in
accordance with the relationship between the position of
the player character 200, the position of the action source
object 201 and the position of the action target object 202.
[0119] In the heretofore described embodiment, at the
image fixing time, in the case in which the action source
object 201, and the plurality of action target objects 202
which form pairs with the action source object 201, are
displayed on the second LCD 12, in both a case in which
the action source object 201 and the plurality of action
target objects 202 are connected by one line, and a case
in which they are connected by a plurality of lines, the
effects 105 set for the action target objects 202 are acti-
vated in the same way. As opposed to this, it is also ac-
ceptable that the effect activated at the action target ob-
ject 202 differs depending on a way in which the line
drawing operation is carried out. In this case, it is prefer-
able that the effect 105 activated by drawing the line, with
the action source object 201 as the origin, which passes
through each of the plurality of action target objects 202
is superior to the effect 105 activated by drawing a line
from the action source object 201 to each action target
object 202.
[0120] In the heretofore described embodiment, when
the line drawing operation has been carried out from the
position of the action source object 201 to the position of
the action target object 202 in the image displayed on
the second LCD 12, in the condition in which the images
are fixed, the effect 105 set in the action management
table 100 for the action target object 202 is activated. As
opposed to this, it is also acceptable that the effect 105
activated is fixed by a prescribed method. For example,
it is acceptable that the effect 105 activated differs in
accordance with the time required for the line drawing
operation. Also, it is also acceptable that the effect 105
activated differs in accordance with a length of a line for
which the line drawing operation is being carried out.
[0121] In the heretofore described embodiment, the

action target object 202 being taken to exist at a pre-
scribed point on the field of the virtual three-dimensional
space, as long as it is included in the visible range, it is
displayed on the first LCD 11 (on the second LCD 12 at
the image fixing time). As opposed to this, it is also ac-
ceptable that any one of the action target objects 202,
not being displayed at the normal time, is displayed by
fulfilling a prescribed condition. For example, it is accept-
able that the action target object 202, not being displayed
in the image displayed on the first LCD 11, is displayed
only on the second LCD 12 in the condition in which the
images are fixed. Also, it is also acceptable that, the ac-
tion target object 202 being an invisible object at first,
when a prescribed line drawing operation is carried out,
with the action source object 201 as the origin, as far as
the invisible action target object 202, the action target
object 202 changes to being visible, and is displayed on
the second LCD 12 for the first time.
[0122] In the heretofore described embodiment, the
action source object 201 and the action target object 202
exist at prescribed points on the field of the virtual three-
dimensional space. As opposed to this, it is also accept-
able that the action source object 201 and/or the action
target object 202 move in the virtual three-dimensional
space (although a distance between the two is main-
tained within a certain range), and stop moving at the
image fixing time. For example, it is acceptable that the
action source object 201 is an item belonging to the player
character 200. In this case, a further minuteness being
required of the movement operation of the position of the
player character 200 in accordance with the movement
of the action source object 201 and/or the action target
object 202, an improvement of the gaming quality is
achieved.
[0123] In the heretofore described embodiment, when
the line drawing operation is carried out from the position
of the action source object 201 to the position of the action
target object 202 in the image displayed on the second
LCD 12, in the condition in which the images are fixed,
the effect 105 set for the action target object 202 is acti-
vated. As opposed to this, it is also acceptable that an
object (hereafter referred to as an "invalidated object")
exists on the field of the three-dimensional space,
through which the line drawing operation in the image
displayed on the second LCD 12, in the condition in which
the images are fixed, may not pass. Also, it is also ac-
ceptable that an object exists which, by being passed
through, results in a reduction of a prescribed parameter.
[0124] In this case, a positional relationship of the ac-
tion source object 201, the action target object 202, and
the invalidated object displayed on the first LCD 11 (on
the second LCD 12 at the image fixing time) is decided
by the movement of the player character 200 on the field.
When moving the player character 200 by controlling the
arrow key 14c, not simply causing the action source ob-
ject 201 and the action target object 202 to be displayed
on the first LCD 11 (on the second LCD 12 at the image
fixing time), but in what position on the first LCD 11 (on
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the second LCD 12 at the image fixing time) the action
source object 201, the action target object 202, and the
invalidated object are caused to be displayed also has
an effect on the implementation of the game. By this
means, by a result of the operation of the arrow key 14c
having a larger effect on the difficulty of the line drawing
operation, the game performance further improves.
[0125] In the heretofore described embodiment, the
movements of the enemy character stop at the image
fixing time. As opposed to this, it is also acceptable that
the movements of the enemy character do not stop at
the image fixing time either. In this case, the enemy char-
acter also carrying out an attack on the player character
200 while the line drawing operation is being carried out,
in order to activate the effect 105 without undergoing the
attack by the enemy character, it is necessary to move
the player character 200 while helping the player char-
acter 200 to escape from the attack by the enemy char-
acter, or while causing it to counterattack, fix the images
and, in the condition in which the images are fixed, carry
out the line drawing operation before undergoing the at-
tack by the enemy character. By this means, in practice,
a temporal restriction arising with regard to the player
moving the player character 200 in such a way that it is
easy to carry out the line drawing operation, and with
regard to the line drawing operation, the gaming perform-
ance improves.
[0126] In the heretofore described embodiment, the in-
vention is applied to the action RPG in which the effect
105 set for the action target object 202 is activated, but
it is also acceptable to apply the invention to another kind
of game. For example, it is acceptable that, in a normal
RPG in which a screen switches and a battle is started
when the player character moves to a prescribed point
on the field, the action source object and the action target
object are positioned on a battlefield, and it is possible,
by the line drawing operation from the action source ob-
ject to the action target object, to make an attack on the
enemy character. In this case, it is acceptable to arrange
that, in the event that the line drawing operation fails, the
attack due to the line drawing operation from the action
source object to the action target object becomes impos-
sible in that battle scene.
[0127] In the heretofore described embodiment, the
coordinate positions are input via the touch panel 13 dis-
posed on the front surface of the second LCD 12. Natu-
rally, a device which inputs the coordinate positions not
being limited to the touch panel 13, it is also acceptable
to use another pointing device, such as a mouse which
carries out the inputting of the coordinates via a position
of a cursor displayed on the display device. In the event
of inputting the coordinate positions using the mouse, it
is possible, for example, to make the line drawing oper-
ation a dragging operation.
[0128] In the heretofore described embodiment, the
apparatus 1 includes the two display devices, the first
LCD 11 and the second LCD 12. As opposed to this, it
is also acceptable that there is one display device. In the

event that the touch panel is used as the device which
inputs the coordinate positions, it can be arranged that
the touch panel is disposed on the front surface of the
one display device. Also, in the event that there is only
one display device, although obviously no switching of
the screens occurs, it is possible to arrange in such a
way that the fixing and release of the images is possible
by a prescribed operation of the player.
[0129] In the heretofore described embodiment, the
description has been given exemplifying with the case in
which the action RPG to which the invention is applied
is executed in the apparatus 1, which includes the two
display devices, the first LCD and second LCD 12, and
the pointing device referred to as the touch panel 13.
However, as long as it includes at least a display device
which displays the game image, and a pointing device
which can input the player’s desired coordinate positions,
it is acceptable to execute a game to which the invention
is applied in a computer device other than the apparatus
1. It being acceptable that the computer device which
executes the game to which the invention is applied is
either a dedicated game machine or a general-purpose
personal computer, it matters not whether it is a portable
type or a fixed type. Also, it is also possible to utilize a
portable telephone as the computer device which exe-
cutes the game to which the invention is applied.
[0130] In the heretofore described embodiment, the
program and data of the apparatus 1 are distributed
stored in the ROM 171 of the game cartridge 17. Natu-
rally, the recording medium which stores the program
and data.not being limited to this kind of article, it is also
possible to utilize an optical and/or magnetic disc device
(such as a flexible disc, a CD-ROM or a DVD-ROM), in
accordance with an aspect of the computer device which
forms a platform. In the event that a computer device
including a fixed disc device is used as the platform, it is
acceptable that the program and data are distributed
stored in advance in the fixed disc device.
[0131] Furthermore, in the event that a computer de-
vice capable of communication with another computer
device via a network is utilized as the platform, it is ac-
ceptable that the program and data are stored in a fixed
disc device included in a server device which exists on
the network, and distributed via the network.

Claims

1. A game device, comprising:

a character mover (21) which, in accordance
with an operation by a player, moves a player
character (200) in a virtual three-dimensional
space;
a memory means (22);
a game image display (12):

a touch panel (13) disposed on the game
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image display (12);
a coordinate position input means (27)
which, in accordance with an operation on
the touch panel (13) by the player, inputs a
coordinate position corresponding to a po-
sition on the game image display (12); and
a distance judgment means (21);

characterized by
a viewpoint mover (21) which moves a viewpoint
(303) of a virtual camera (301) in accordance with
the movement of the player character (200) by the
character mover (21); and
a perspective transformer (21) which projects a pre-
scribed range of the virtual three-dimensional space,
including at least the player character (200), by per-
spective transformation on a virtual screen (302)
from a position of the viewpoint (303) moved by the
viewpoint mover (21), and generates a two-dimen-
sional game image; and further characterized in
that
said memory means (22) stores an action manage-
ment table (100) registering a first object (201) and
a plurality of second objects (202-1, 202-2) being
associated with said first object (201) and a pre-
scribed effect (105), during the implementation of
the game, being set for the second object (202-1,
202-2);
said distance judgment means (21) judges whether
a distance between the player character (200) and
the first object (201) in the virtual three-dimensional
space is less than a prescribed value or not; and in
that
said perspective transformer (21) has a range setting
means for, when the distance judgment means (21)
judges the distance between the player character
(200) and the first object (201) is less than the pre-
scribed value, setting a prescribed range for per-
spective transformation so that the first object (201)
and each of the plurality of second objects (202-1,
202-2) associated with the first object (201) are all
projectable, along with the player character (200),
on the virtual screen (302);
said game image display (12) displays a two-dimen-
sional game image generated by the perspective
transformer (21) comprising each of the plurality of
second objects (202-1, 202-2) and the first object
(201) and the player character (200); and further
characterized by
a game effect activator (21) which, when a line draw-
ing operation by the operation of the player from a
coordinate position in which the first object (201) is
displayed to a coordinate position in which the sec-
ond object (202-1, 202-2) is displayed is input by the
coordinate position input means (27) through the
touch panel (13), where both the first object (201)
and the plurality of second objects (202-1, 202-2)
are displayed on the game image display (12), acti-

vates the prescribed effect (105) as registered at the
action management table (100) for the second object
(202-1, 202-2);
wherein the positional relationship between the first
object (201) and the plurality of second objects
(201-1, 202-2) in the generated two-dimensional im-
age changes in accordance with the viewpoint (303)
of the virtual camera (301) moving further in accord-
ance with a movement of the player character (200),
so as to change the difficulty of inputting said line
drawing operation depending on said positional re-
lationship.

2. The game apparatus according to claim 1, further
comprising:

a speed calculation determination means (21)
which calculates a speed of the line drawing op-
eration by the operation of the player on the
game image display (12) through the coordinate
position input means (27) so as to determine
whether or not the calculated speed is equal to
or greater than the prescribed speed;
whereby when the line drawing operation, with
the first object (201) as an origin, passing
through each of the plurality of second objects
(202-1, 202-2), is input by the coordinate posi-
tion input means (27), where the plurality of sec-
ond objects (202-1, 202-2) assoicated with the
first object (201) are displayed on the game im-
age display along with the first object (201), the
speed calculation determination means (21) de-
termines whether or not the speed of the line
drawing operation, with the first, object (201) as
an origin, passing through each of the plurality
of second objects (202-1, 202-2) associated
with the first object (201), is equal to or greater
than the prescribed speed, where the speed of
the line drawing operation inputted is equal to
or greater than the prescribed speed, the game
effect activator (21) activates the each pre-
scribed effects (105) registered at the action
management table (100) for each of the second
objects (202-1, 202-2) on the line drawing oper-
ation.

3. The game apparatus according to claim 1, further
comprising
a time measure determination means (21) which
measures an operation time of the line drawing op-
eration by the operation of the player on the game
image display (12) through the coordinate position
input means (27) so as to determine whether or not
the measured time is equal to or less than the pre-
scribed time;
whereby when the line drawing operation, with the
first object (201) as an origin, passing through each
of the plurality of second objects (202-1, 202-2), is
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input by the coordinate position input means (27),
where the plurality of second objects (202-1, 202-2)
associated with the first object (201) are displayed
on the game image display (12) along with the first
object (201), the time measure determination means
(21) determines whether or not the operation time of
the line drawing operation, with the first object (201)
as an origin, passing through each of the plurality of
second objects (202-1, 202-2) associated with the
first object (201), is equal to or less than the pre-
scribed time, where the operation time of the line
drawing operation inputted is equal to or less than
the prescribed time, the game effect activator (21)
activates the each prescribed effects (105) regis-
tered at the action management table (100) for each
of the second objects (202-1, 202-2) on the line draw-
ing operation.

4. The game apparatus according to claim 2, wherein
the prescribed effects (105) during the implementa-
tion of the game that is set on the plurality of second
objects (202-1, 202-2), stored in the action manage-
ment table (100) is set for each of the plurality of
second objects (202-1, 202-2); and
the game effect activator (21) activates the pre-
scribed effects (105) registered in the action man-
agement table (100) for each of the second objects
(202-1, 202-2) on the line drawing operation on con-
dition that the line drawing operation is input at a
prescribed speed or faster.

5. The game apparatus according to claim 3, wherein
the prescribed effects (105), during the implementa-
tion of the game that is set for each of the plurality
of second objects (202-1, 202-2), stored in the action
management table (100) is set for each of the plu-
rality of second objects (202-1, 202-2); and
the game effect activator (21) activates the pre-
scribed effects (105) set in the action management
table (100) for each of the second objects (202-1,
202-2) on the line drawing operation on condition
that the line drawing operation is input within a pre-
scribed time.

6. The game apparatus according to claim 2, wherein
the prescribed effects (105) during the implementa-
tion of the game that is set on the plurality of second
objects (202-1, 202-2), stored in the action manage-
ment table (100) is set for the plurality of second
objects (202-1, 202-2) as a whole; and
the game effect activator (21) activates the pre-
scribed effects (105) registered in the action man-
agement table (100) for the whole second objects
(202-1, 202-2) on the line drawing operation on a
condition that the line drawing operation is input at
a prescribed speed or faster.

7. The game apparatus according to claim 3, wherein

the prescribed effects (105) during the implementa-
tion of the game that is set on the plurality of second
objects (202-1, 202-2), stored in the action manage-
ment table (100) is set for the plurality of second
objects (202-1, 202-2) as a whole; and
the game effect activator (21) activates the pre-
scribed effects (105) registered in the action man-
agement table (100) for the whole second objects
(202-1, 202-2) on the line drawing operation on con-
dition that the line drawing operation is input within
a prescribed time.

8. The game apparatus according to any of claims 1 to
7, further comprising an effect display (26) which,
when both the first object (201) and the second object
(202-1, 202-2) associated with the first object (201)
are displayed on the game image display (12), ap-
plies the prescribed effect (105) to the line drawing
operation input by the coordinate position input
means (27), and displays the prescribed effect (105)
on the game image display (12), superimposed on
the two-dimensional image of the game generated
by the perspective transformer (21).

9. The game apparatus according to any of claims 1 to
8, further comprising an enemy character which ap-
proaches the player character (200) and makes an
attack on the player character (200) in the virtual
three-dimensional space.

10. The game apparatus according to any of claims 1 to
9, wherein
the virtual three-dimensional space comprises, in a
vicinity of the first object (201) and the second object
(202-1, 202-2) being associated with said first object
(201), a third object which invalidates the prescribed
effect (105), and
the game effect activator (21), when the line drawing
operation from the coordinate position in which the
first object (201) is displayed to the coordinate posi-
tion in which the second object (202-1, 202-2) is dis-
played is input by the coordinate position input
means (27), without passing through a coordinate
position in which the third object is displayed, acti-
vates the prescribed effect (105), set for the second
object (202-1, 202-2), during the implementation of
the game.

11. The game apparatus according to any of claims 1 to
10, wherein the first object (201) and/or the second
object (202-1, 202-2) move in the virtual three-di-
mensional space, while maintaining a distance
amongst each other within a prescribed range.

12. The game apparatus according to any of claims 1 to
11, further comprising:

an image fixing means (21) which, in accord-
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ance with an operation by the player, fixes an
image displayed on the game image display
(12);
the game effect activator (21), when the line
drawing operation from the coordinate position
in which the first object (201) is displayed to the
coordinate position in which the second object
(202-1, 202-2) being associated with the first ob-
ject (201) is displayed is input by the coordinate
position input means (27), where the movement
of the player character (200) is stopped by fixing
the image displayed on the game image display
(12) by the image fixing means (21) and both
the first object (201) and the second object
(202-1, 202-2) being associated with said first
object (201) are displayed on the game image
display (12), activates the prescribed effect
(105).

Patentansprüche

1. Spielvorrichtung, die umfasst:

eine Charakter-Bewegungseinrichtung (21), die
entsprechend einer Betätigung durch einen
Spieler einen Spieler-Charakter (200) in einem
virtuellen dreidimensionalen Raum bewegt,
eine Speichereinrichtung (22);
eine Spiel-Bildanzeigeeinrichtung (12);
ein Touch-Panel (13), das an der Spiel-Bildan-
zeigeeinrichtung (12) angeordnet ist;
eine Koordinatenpositions-Eingabeeinrichtung
(27), die entsprechend einer Betätigung auf dem
Touch-Panel (13) durch den Spieler eine Koor-
dinatenposition eingibt, die einer Position auf
der Spiel-Bildanzeigeeinrichtung (12) ent-
spricht, und
eine Distanz-Beurteilungseinrichtung (21);

gekennzeichnet durch
eine Standpunkt-Verschiebeeinrichtung (21), die ei-
nen Standpunkt (303) einer virtuellen Kamera (301)
entsprechend der Bewegung des Spieler-Charak-
ters (200) mittels der Charakter-Bewegungseinrich-
tung (21) verschiebt; und
eine Perspektiv-Transformationseinrichtung (21),
die einen vorgeschriebenen Bereich des virtuellen
dreidimensionalen Raums einschließlich wenig-
stens des Spieler-Charakters (200) durch perspek-
tivische Transformation auf einen virtuellen Bild-
schirm (302) von einer Position des mit der Stand-
punkt-Verschiebeeinrichtung (21) verschobenen
Standpunktes (303) projiziert und ein zweidimensio-
nales Spiel-Bild erzeugt, und des Weiteren dadurch
gekennzeichnet, dass
die Speichereinrichtung (22) eine Aktions-Verwal-
tungstabelle (100) speichert, in der ein erstes Objekt

(201) und eine Vielzahl zweiter Objekte (202-1,
202-2), die mit dem ersten Objekt (201) verknüpft
sind, sowie ein für das zweite Objekt (202-1, 202-2)
während der Umsetzung des Spiels festgelegter vor-
geschriebener Effekt (105) registriert werden;
die Distanz-Beurteilungseinrichtung (21) feststellt,
ob eine Distanz zwischen dem Spieler-Charakter
(200) und dem ersten Objekt (201) in dem virtuellen
dreidimensionalen Raum kleiner ist als ein vorge-
schriebener Wert oder nicht; und dadurch, dass
die Perspektiv-Transformationseinrichtung (21) eine
Bereich-Einstelleinrichtung aufweist, mit der, wenn
die Distanz-Beurteilungseinrichtung (21) feststellt,
dass die Distanz zwischen dem Spieler-Charakter
(200) und dem ersten Objekt (201) kürzer ist als der
vorgeschriebene Wert, einen vorgeschriebenen Be-
reich für perspektivische Transformation so einstellt,
dass das erste Objekt (201) und jedes der Vielzahl
zweiter Objekte (202-1, 202-2), die mit dem ersten
Objekt (201) verknüpft sind, sämtlich zusammen mit
dem Spieler-Charakter (200) auf den virtuellen Bild-
schirm (302) projiziert werden können;
die Spiel-Bildanzeigeeinrichtung (12) ein durch die
Perspektiv-Transformationseinrichtung (21) er-
zeugtes zweidimensionales Bild anzeigt, das jedes
der Vielzahl zweiter Objekte (202-1, 202-2) und das
erste Objekt (201) sowie den Spieler-Charakter
(200) umfasst; und des Weiteren gekennzeichnet
durch
eine Spieleffekt-Aktivierungseinrichtung (21), die,
wenn ein Linienzieh-Betätigungsvorgang durch die
Betätigung des Spielers von einer Koordinatenposi-
tion, an der das erste Objekt (201) angezeigt wird,
zu einer Koordinaten-Position, an der das zweite Ob-
jekt (202-1, 202-2) angezeigt wird, mittels der Koor-
dinatenpositions-Eingabeeinrichtung (27) über das
Touch-Panel (13) eingegeben wird, wobei sowohl
das erste Objekt (201) als auch die Vielzahl zweiter
Objekte (202-1, 202-2) auf der Spiel-Bildanzeigeein-
richtung (12) angezeigt werden, den vorgeschriebe-
nen Effekt (105) aktiviert, wie er in der Aktions-Ver-
waltungstabelle (100) für das zweite Objekt (202-1,
202-2) registriert ist;
wobei sich die Positionsbeziehung zwischen dem er-
sten Objekt (201) und der Vielzahl zweiter Objekte
(202-1, 202-2) in dem erzeugten zweidimensionalen
Bild entsprechend dem Standpunkt (303) der virtu-
ellen Kamera (301) ändert, der sich entsprechend
einer Bewegung des Spieler-Charakters (200) wei-
ter bewegt, so dass sich die Schwierigkeit des Ein-
gebens des Linienzieh-Betätigungsvorgangs in Ab-
hängigkeit von der Positionsbeziehung ändert.

2. Spielvorrichtung nach Anspruch 1, die des Weiteren
umfasst:

eine Geschwindigkeitsberechnungs-Bestim-
mungseinrichtung (21), die eine Geschwindig-
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keit des Linienzieh-Betätigungsvorgangs durch
die Betätigung des Spielers auf der Spiel-Bild-
anzeigeeinrichtung (12) über die Koordinaten-
positions-Eingabeeinrichtung (27) berechnet,
um zu bestimmen, ob die berechnete Geschwin-
digkeit genauso hoch ist wie oder höher als die
vorgeschriebene Geschwindigkeit;
wobei, wenn der Linienzieh-Betätigungsvor-
gang mit dem ersten Objekt (201) als einem Ur-
sprung, jedes der Vielzahl zweiter Objekte
(202-1, 202-2) durchlaufend, mittels der Koor-
dinatenpositions-Eingabeeinrichtung (27) ein-
gegeben wird, wobei die Vielzahl zweiter Objek-
te (202-1, 202-2), die mit dem ersten Objekt
(201) verknüpft sind, zusammen mit dem ersten
Objekt (201) auf der Spiel-Bildanzeigeeinrich-
tung angezeigt werden, die Geschwindigkeits-
berechnungs-Bestimmungseinrichtung (21) be-
stimmt, ob die Geschwindigkeit des Linienzieh-
Betätigungsvorgangs mit dem ersten Objekt
(201) als einem Ursprung, jedes der Vielzahl
zweiter Objekte (202-1, 202-2) durchlaufend,
die mit dem ersten Objekt (201) verknüpft sind,
genauso hoch ist wie oder höher als die vorge-
schriebene Geschwindigkeit, und wenn die Ge-
schwindigkeit des eingegebenen Linienzieh-
Betätigungsvorgangs genauso hoch ist wie oder
höher als die vorgeschriebene Geschwindig-
keit, die Spieleffekt-Aktivierungseinrichtung
(21) jeden der vorgeschriebenen Effekte (105),
die in der Aktions-Verwaltungstabelle (100) für
jedes der zweiten Objekte (202-1, 202-2) regi-
striert sind, bei dem Linienzieh-Betätigungsvor-
gang aktiviert.

3. Spielvorrichtung nach Anspruch 1, die des Weiteren
umfasst
eine Zeitmaß-Bestimmungseinrichtung (21), die ei-
ne Betätigungszeit des Linienzieh-Betätigungsvor-
gangs durch die Betätigung des Spielers an der
Spiel-Bildanzeigeeinrichtung (12) über die Koordi-
natenpositions-Eingabeeinrichtung (27) misst, um
zu bestimmen, ob die gemessene Zeit genauso lang
ist wie oder kürzer als die vorgeschriebene Zeit;
wobei, wenn der Linienzieh-Betätigungsvorgang mit
dem ersten Objekt (201) als einem Ursprung, jedes
der Vielzahl zweiter Objekte (202-1, 202-2) durch-
laufend, mittels der Koordinatenpositions-Eingabe-
einrichtung (27) eingegeben wird, wobei die Vielzahl
zweiter Objekte (202-1, 202-2), die mit dem ersten
Objekt (201) verknüpft sind, zusammen mit dem er-
sten Objekt (201) auf der Spiel-Bildanzeigeeinrich-
tung (12) angezeigt werden, die Zeitmaß-Bestim-
mungseinrichtung (21) bestimmt, ob die Betäti-
gungszeit des Linienzieh-Betätigungsvorgangs mit
dem ersten Objekt (201) als einem Ursprung, jedes
der Vielzahl zweiter Objekte (202-1, 202-2) durch-
laufend, die mit dem ersten Objekt (201) verknüpft

sind, genauso lang ist wie oder kürzer als die vorge-
schriebene Zeit, und wenn die Betätigungszeit des
eingegebenen Linienzieh-Betätigungsvorgangs ge-
nauso lang ist wie oder kürzer als die vorgeschrie-
bene Zeit, die Spieleffekt-Aktivierungseinrichtung
(21) jeden der vorgeschriebenen Effekte (105), die
in der Aktions-Verwaltungstabelle (100) für jedes der
zweiten Objekte (202-1, 202-2) registriert sind, bei
dem Linienzieh-Betätigungsvorgang aktiviert.

4. Spielvorrichtung nach Anspruch 2, wobei die vorge-
schriebenen Effekte (105) während der Umsetzung
des Spiels, die für die Vielzahl zweiter Objekte
(202-1, 202-2) festgelegt und in der Aktions-Verwal-
tungstabelle (100) gespeichert sind, für jedes der
Vielzahl zweiter Objekte (202-1, 202-2) festgelegt
sind; und
die Spieleffekt-Aktivierungseinrichtung (21) die in
der Aktions-Verwaltungstabelle (100) für jedes der
zweiten Objekte (202-1, 202-2) registrierten vorge-
schriebenen Effekte (105), bei dem Linienzieh-Be-
tätigungsvorgang unter der Bedingung aktiviert,
dass der Linienzieh-Betätigungsvorgang mit einer
vorgeschriebenen oder höheren Geschwindigkeit
eingegeben wird.

5. Spielvorrichtung nach Anspruch 3, wobei die vorge-
schriebenen Effekte (105) während der Umsetzung
des Spiels, der für jedes der Vielzahl zweiter Objekte
(202-1, 202-2) festgelegt und in der Aktions-Verwal-
tungstabelle (100) gespeichert sind, für jedes der
Vielzahl zweiter Objekte (202-1, 202-2) festgelegt
sind; und
die Spieleffekt-Aktivierungseinrichtung (21) die in
der Aktions-Verwaltungstabelle (100) für jedes der
zweiten Objekte (202-1, 202-2) registrierten vorge-
schriebenen Effekte (105), bei dem Linienzieh-Be-
tätigungsvorgang unter der Bedingung aktiviert,
dass der Linienzieh-Betätigungsvorgang innerhalb
einer vorgeschriebenen Zeit eingegeben wird.

6. Spielvorrichtung nach Anspruch 2, wobei die vorge-
schriebenen Effekte (105) während der Umsetzung
des Spiels, der für die Vielzahl zweiter Objekte
(202-1, 202-2) festgelegt und in der Aktions-Verwal-
tungstabelle (100) gespeichert sind, für die Vielzahl
zweiter Objekte (202-1, 202-2) als Ganzes festge-
legt sind; und
die Spieleffekt-Aktivierungseinrichtung (21), die in
der Aktions-Verwaltungstabelle (100) für die zweiten
Objekte (202-1, 202-2) als Ganzes registrierten vor-
geschriebenen Effekte (105) bei dem Linienzieh-Be-
tätigungsvorgang unter der Bedingung aktiviert,
dass der Linienzieh-Betätigungsvorgang mit einer
vorgeschriebenen oder höheren Geschwindigkeit
eingegeben wird.

7. Spielvorrichtung nach Anspruch 3, wobei die vorge-
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schriebenen Effekte (105) während der Umsetzung
des Spiels, der für die Vielzahl zweiter Objekte
(202-1, 202-2) festgelegt und in der Aktions-Verwal-
tungstabelle (100) gespeichert sind, für die Vielzahl
zweiter Objekte (202-1, 202-2) als Ganzes festge-
legt sind; und
die Spieleffekt-Aktivierungseinrichtung (21), die in
der Aktions-Verwaltungstabelle (100) für die zweiten
Objekte (202-1, 202-2) als Ganzes registrierten vor-
geschriebenen Effekte (105) bei dem Linienzieh-Be-
tätigungsvorgang unter der Bedingung aktiviert,
dass der Linienzieh-Betätigungsvorgang innerhalb
einer vorgeschriebenen Zeit eingegeben wird.

8. Spielvorrichtung nach einem der Ansprüche 1 bis 7,
das des Weiteren eine Effekt-Anzeigeeinrichtung
(26) umfasst, die, wenn sowohl das erste Objekt
(201) als auch das mit dem ersten Objekt (201) ver-
knüpfte zweite Objekt (202-1, 202-2) auf der Spiel-
Bildanzeigeeinrichtung (12) angezeigt werden, den
vorgeschriebenen Effekt (105) auf den mittels der
Koordinatenpositions-Eingabeeinrichtung (27) ein-
gegebenen Linienzieh-Betätigungsvorgang anwen-
det und den vorgeschriebenen Effekt (105) auf der
Spiel-Bildanzeigeeinrichtung (12) auf das durch die
Perspektiv-Transformationseinrichtung (21) er-
zeugte zweidimensionale Bild des Spiels aufgelegt
anzeigt.

9. Spielvorrichtung nach einem der Ansprüche 1 bis 8,
das des Weiteren einen Feind-Charakter umfasst,
der sich dem Spieler-Charakter (200) nähert und ei-
nen Angriff auf den Spieler-Charakter (200) in dem
virtuellen dreidimensionalen Raum ausführt.

10. Spielvorrichtung nach einem der Ansprüche 1 bis 9,
wobei
der virtuelle dreidimensionale Raum in einer Nähe
des ersten Objektes (201) und des mit dem ersten
Objekt (201) verknüpften zweiten Objektes (202-1,
202-2) ein drittes Objekt umfasst, das den vorge-
schriebenen Effekt (105) außer Kraft setzt, und
die Spieleffekt-Aktivierungseinrichtung (21) den vor-
geschriebenen Effekt (105), der für das zweite Ob-
jekt (202-1, 202-2) während der Umsetzung des
Spiels festgelegt ist, aktiviert, wenn der Linienzieh-
Betätigungsvorgang von der Koordinatenposition,
an der das erste Objekt (201) angezeigt wird, zu der
Koordinatenposition, an der das zweite Objekt
(202-1, 202-2) angezeigt wird, mittels der Koordina-
tenpositions-Eingabeeinrichtung (27) eingegeben
wird, ohne eine Koordinatenposition zu durchlaufen,
an der das dritte Objekt angezeigt wird.

11. Spielvorrichtung nach einem der Ansprüche 1 bis
10, wobei sich das erste Objekt (201) und/oder das
zweite Objekt (202-1, 202-2) in dem virtuellen drei-
dimensionalen Raum bewegen und dabei einen Ab-

stand zueinander innerhalb eines vorgeschriebenen
Bereiches aufrechterhalten.

12. Spielvorrichtung nach einem der Ansprüche 1 bis
11, die des Weiteren umfasst:

eine Bildfixiereinrichtung (21), die entsprechend
einer Betätigung durch den Spieler ein auf der
Spiel-Bildanzeigeeinrichtung (12) angezeigtes
Bild fixiert;
wobei die Spieleffekt-Aktivierungseinrichtung
(21) den vorgeschriebenen Effekt (105) akti-
viert, wenn der Linienzieh-Betätigungsvorgang
von der Koordinatenposition, an der das erste
Objekt (201) angezeigt wird, zu der Koordina-
tenposition, an der das mit dem ersten Objekt
(201) verknüpfte zweite Objekt (202-1, 202-2)
angezeigt wird, mittels der Koordinatenpositi-
ons-Eingabeeinrichtung (27) eingegeben wird,
wobei die Bewegung des Spieler-Charakters
(200) unterbrochen wird, indem das auf der
Spiel-Bildanzeigeeinrichtung (12) angezeigte
Bild mittels der Bild-Fixiereinrichtung (21) fixiert
wird und sowohl das erste Objekt (201) als auch
das mit dem ersten Objekt (201) verknüpfte
zweite Objekt (202-1, 202-2) auf der Spiel-Bild-
anzeigeeinrichtung (12) angezeigt werden.

Revendications

1. Dispositif de jeu, comprenant :

- un dispositif de déplacement de personnage
(21) qui, conformément à un actionnement par
un joueur, déplace un personnage du joueur
(200) dans un espace tridimensionnel virtuel ;
- un moyen de mémorisation (22) ;
- un affichage d’image de jeu (12) ;
- un panneau tactile (13) disposé sur l’affichage
d’image de jeu (12) ;
- un moyen d’entrée de position par coordon-
nées (27) qui, conformément à un actionnement
du panneau tactile (13) par le joueur, entre une
position par coordonnées correspondant à une
position sur l’affichage d’image de jeu (12) ; et
- un moyen d’évaluation de distance (21) ;

caractérisé par

- un dispositif de déplacement de point de vue
(21) qui déplace un point de vue (303) d’une
caméra virtuelle (301) conformément au dépla-
cement du personnage du joueur (200) par le
dispositif de déplacement de personnage (21) ;
et
- un transformateur de perspective (21) qui pro-
jette une plage prescrite de l’espace tridimen-
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sionnel virtuel, comprenant au moins le person-
nage du joueur (200), par transformation de
perspective sur un écran virtuel (302) à partir
d’une position du point de vue (303) déplacé par
le dispositif de déplacement de point de vue
(21), et génère une image de jeu
bidimensionnelle ; et caractérisé en outre en
ce que
- ledit moyen de mémorisation (22) stocke une
table de gestion des actions (100) enregistrant
un premier objet (201), une pluralité de deuxiè-
mes objets (202-1, 202-2) associés audit pre-
mier objet (201), et un effet prescrit (105), pen-
dant la mise en oeuvre du jeu, établi pour le
deuxième objet (202-1, 202-2) ;
- ledit moyen d’évaluation de distance (21) es-
time si une distance entre le personnage du
joueur (200) et le premier objet (201) dans l’es-
pace tridimensionnel virtuel est ou non inférieu-
re à une valeur prescrite ; et en ce que
- ledit transformateur de perspective (21) dispo-
se d’un moyen de réglage de plage pour, lorsque
le moyen d’évaluation de distance (21) estime
que la distance entre le personnage du joueur
(200) et le premier objet (201) est inférieure à la
valeur prescrite, régler une plage prescrite pour
la transformation de perspective de manière à
ce que le premier objet (201) et chacun des
deuxièmes objets de la pluralité (202-1, 202-2)
associés au premier objet (201) soient tous pro-
jetables, avec le personnage du joueur (200),
sur l’écran virtuel (302) ;
- ledit affichage d’image de jeu (12) affiche une
image de jeu bidimensionnelle générée par le
transformateur de perspective (21), comprenant
chacun des deuxièmes objets de la pluralité
(202-1, 202-2), le premier objet (201) et le per-
sonnage du joueur (200) ; et caractérisé en
outre par
- un activateur d’effet de jeu (21) qui, lorsqu’une
opération de tracé de ligne par l’actionnement
du joueur, depuis une position par coordonnées
à laquelle le premier objet (201) est affiché jus-
qu’à une position par coordonnées à laquelle le
deuxième objet (202-1, 202-2) est affiché, est
entrée par le moyen d’entrée de position par
coordonnées (27) via le panneau tactile (13), où
le premier objet (201) et la pluralité de deuxiè-
mes objets (202-1, 202-2) sont tous deux affi-
chés sur l’affichage d’image de jeu (12), active
l’effet prescrit (105) comme enregistré dans la
table de gestion des actions (100) pour le
deuxième objet (202-1, 202-2) ;
- dans lequel la relation de position entre le pre-
mier objet (201) et les deuxièmes objets de la
pluralité (201-1, 202-2) dans l’image bidimen-
sionnelle générée change selon le point de vue
(303) de la caméra virtuelle (301) qui s’éloigne

conformément à un déplacement du personna-
ge du joueur (200), de manière à changer la dif-
ficulté pour entrer ladite opération de tracé de
ligne en fonction de ladite relation de position.

2. Appareil de jeu selon la revendication 1, comprenant
en outre :

- un moyen de détermination de calcul de vitesse
(21) qui calcule une vitesse de l’opération de
tracé de ligne par l’actionnement du joueur sur
l’affichage d’image de jeu (12) via le moyen d’en-
trée de position par coordonnées (27) de ma-
nière à déterminer si la vitesse calculée est ou
non supérieure ou égale à la vitesse prescrite ;
- moyennant quoi lorsque l’opération de tracé
de ligne, avec le premier objet (201) comme ori-
gine et passant par chacun des deuxièmes ob-
jets de la pluralité (202-1, 202-2), est entrée par
le moyen d’entrée de position par coordonnées
(27), dans lequel les deuxièmes objets de la plu-
ralité (202-1, 202-2) associés au premier objet
(201) sont affichés sur l’affichage d’image de jeu
avec le premier objet (201), le moyen de déter-
mination de calcul de vitesse (21) détermine si
la vitesse de l’opération de tracé de ligne, avec
le premier objet (201) comme origine et passant
par chacun des deuxièmes objets de la pluralité
(202-1, 202-2) associés au premier objet (201),
est ou non supérieure ou égale à la vitesse pres-
crite, dans lequel si la vitesse de l’opération de
tracé de ligne entrée est supérieure ou égale à
la vitesse prescrite, l’activateur d’effet de jeu
(21) active chacun desdits effets prescrits (105)
enregistrés dans la table de gestion des actions
(100) pour chacun des deuxièmes objets
(202-1, 202-2) pour l’opération de tracé de ligne.

3. Appareil de jeu selon la revendication 1, comprenant
en outre :

- un moyen de détermination de mesure de du-
rée (21) qui mesure une durée d’opération de
l’opération de tracé de ligne par l’actionnement
par le joueur de l’affichage d’image de jeu (12)
via le moyen d’entrée de position par coordon-
nées (27), de manière à déterminer si la durée
mesurée est ou non inférieure ou égale à la du-
rée prescrite ;
- moyennant quoi lorsque l’opération de tracé
de ligne, avec le premier objet (201) comme ori-
gine et passant par chacun des deuxièmes ob-
jets de la pluralité (202-1, 202-2), est entrée par
le moyen d’entrée de position par coordonnées
(27), dans lequel les deuxièmes objets de la plu-
ralité (202-1, 202-2) associés au premier objet
(201) sont affichés sur l’affichage d’image de jeu
(12) avec le premier objet (201), le moyen de
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détermination de mesure de durée (21) déter-
mine si la durée d’opération de l’opération de
tracé de ligne, avec le premier objet (201) com-
me origine et passant par chacun des deuxiè-
mes objets de la pluralité (202-1, 202-2) asso-
ciés au premier objet (201), est ou non inférieure
ou égale à la durée prescrite, dans lequel si la
durée d’opération de l’opération de tracé de li-
gne introduite est inférieure ou égale à la durée
prescrite, l’activateur d’effet de jeu (21) active
chacun des effets prescrits (105) enregistrés
dans la table de gestion des actions (100) pour
chacun des deuxièmes objets (202-1, 202-2)
pour l’opération de tracé de ligne.

4. Appareil de jeu selon la revendication 2, dans lequel
les effets prescrits (105) pendant la mise en oeuvre
du jeu, établis pour la pluralité de deuxièmes objets
(202-1, 202-2) et stockés dans la table de gestion
des actions (100), sont établis pour chacun des
deuxièmes objets de la pluralité (202-1, 202-2) ; et
l’activateur d’effet de jeu (21) active les effets pres-
crits (105) enregistrés dans la table de gestion des
actions (100) pour chacun des deuxièmes objets
(202-1, 202-2) pour l’opération de tracé de ligne à la
condition que l’opération de tracé de ligne soit intro-
duite à une vitesse supérieure ou égale à la vitesse
prescrite.

5. Appareil de jeu selon la revendication 3, dans lequel
les effets prescrits (105) pendant la mise en oeuvre
du jeu, établis pour chacun des deuxièmes objets
de la pluralité (202-1, 202-2) et stockés dans la table
de gestion des actions (100), sont établis pour cha-
cun des deuxièmes objets de la pluralité (202-1,
202-2) ; et
l’activateur d’effet de jeu (21) active les effets pres-
crits (105) établis dans la table de gestion des actions
(100) pour chacun des deuxièmes objets (202-1,
202-2) pour l’opération de tracé de ligne à la condi-
tion que l’opération de tracé de ligne soit introduite
à l’intérieur d’une durée prescrite.

6. Appareil de jeu selon la revendication 2, dans lequel
les effets prescrits (105) pendant la mise en oeuvre
du jeu, établis pour les deuxièmes objets de la plu-
ralité (202-1, 202-2) et stockés dans la table de ges-
tion des actions (100), sont établis pour la pluralité
de deuxièmes objets (202-1, 202-2) dans son en-
semble; et
l’activateur d’effet de jeu (21) active les effets pres-
crits (105) enregistrés dans la table de gestion des
actions (100) pour l’ensemble des deuxièmes objets
(202-1, 202-2) pour l’opération de tracé de ligne à la
condition que l’opération de tracé de ligne soit intro-
duite à une vitesse supérieure ou égale à la vitesse
prescrite.

7. Appareil de jeu selon la revendication 3, dans lequel
les effets prescrits (105) pendant la mise en oeuvre
du jeu, établis pour les deuxièmes objets de la plu-
ralité (202-1, 202-2) et stockés dans la table de ges-
tion des actions (100), sont établis pour la pluralité
de deuxièmes objets (202-1, 202-2) dans son en-
semble; et
l’activateur d’effet de jeu (21) active les effets pres-
crits (105) enregistrés dans la table de gestion des
actions (100) pour l’ensemble des deuxièmes objets
(202-1, 202-2) pour l’opération de tracé de ligne à la
condition que l’opération de tracé de ligne soit intro-
duite à l’intérieur d’une durée prescrite.

8. Appareil de jeu selon l’une quelconque des reven-
dications 1 à 7, comprenant en outre un affichage
d’effet (26) qui, lorsque le premier objet (201) et le
deuxième objet (202-1, 202-2) associé au premier
objet (201) sont tous deux affichés sur l’affichage
d’image de jeu (12), applique l’effet prescrit (105) à
l’entrée de l’opération de tracé de ligne par le moyen
d’entrée de position par coordonnées (27), et affiche
l’effet prescrit (105) sur l’affichage d’image de jeu
(12), superposé à l’image bidimensionnelle du jeu
générée par le transformateur de perspective (21).

9. Appareil de jeu selon l’une quelconque des reven-
dications 1 à 8, comprenant en outre un personnage
ennemi qui s’approche du personnage du joueur
(200) et effectue une attaque du personnage du
joueur (200) dans l’espace tridimensionnel virtuel.

10. Appareil de jeu selon l’une quelconque des reven-
dications 1 à 9, dans lequel :

- l’espace tridimensionnel virtuel comprend,
dans un voisinage du premier objet (201) et du
deuxième objet (202-1, 202-2) associé audit
premier objet (201), un troisième objet qui inva-
lide l’effet prescrit (105), et
- l’activateur d’effet de jeu (21), lorsque l’opéra-
tion de tracé de ligne, depuis la position par coor-
données à laquelle le premier objet (201) est
affiché jusqu’à la position par coordonnées à la-
quelle le deuxième objet (202-1, 202-2) est af-
fiché, est entrée par le moyen d’entrée de posi-
tion par coordonnées (27), sans passer par une
position par coordonnées à laquelle le troisième
objet est affiché, active l’effet prescrit (105), éta-
bli pour le deuxième objet (202-1, 202-2), pen-
dant la mise en oeuvre du jeu.

11. Appareil de jeu selon l’une quelconque des reven-
dications 1 à 10, dans lequel le premier objet (201)
et/ou le deuxième objet (202-1, 202-2) se déplace
(nt) dans l’espace tridimensionnel virtuel en conser-
vant une distance entre eux à l’intérieur d’une plage
prescrite.
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12. Appareil de jeu selon l’une quelconque des reven-
dications 1 à 11, comprenant en outre :

- un moyen de fixation d’image (21) qui, confor-
mément à un actionnement par le joueur, fixe
une image affichée sur l’affichage d’image de
jeu (12) ;
- l’activateur d’effet de jeu (21) qui, lorsque l’opé-
ration de tracé de ligne, depuis la position par
coordonnées à laquelle le premier objet (201)
est affiché jusqu’à la position par coordonnées
à laquelle le deuxième objet (202-1, 202-2) as-
socié au premier objet (201) est affiché, est en-
trée par le moyen d’entrée de position par coor-
données (27), dans lequel le déplacement du
personnage du joueur (200) est arrêté en fixant
l’image affichée sur l’affichage d’image de jeu
(12) par le moyen de fixation d’image (21) et le
premier objet (201) et le deuxième objet (202-1,
202-2) associé audit premier objet (201) sont
tous deux affichés sur l’affichage d’image de jeu
(12), active l’effet prescrit (105).
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